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Erratum. There appears ſome edlen at they bot- 
tom of page 3, in the firſt method of ſcoring at 
Whiſt, as one of the counters belonging to 7 1s 
placed too near 8; they ſhould ſand more _— 


thus: ag CY 
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GAME OF WHIST. 


HIS Game is played by four Perſons, who cut 
the Cards to ſettle the Partners ; thoſe who out 
the two higheſt Cards, are Partners againſt thoſe who 
cut the two loweſt, The Perſon who cuts the loweſt 
Card is entitled to the Deal, In cutting, the Ace is 
accounted the loweſt, | : 
Each Perſon has a right to ſhuffle the Cards before 
the Deal, and the elder Hand ought to ſhuffle them 
laſt, excepting the Dealer. TX 
The Deal is made by having the Pack cut by the 
Right-hand Adverſary, and the Dealer is to diſtri- 
bute the Cards, one at a time, ta each of the Players, 
beginning with the Left-hand Adverſary, till he 
comes to the laſt Card, which he turns up, being the 
Trump, and leaves it on the Table till the firſt Trick 


is played. 's 


No one, before his Partner plays, may inform him 


that he has, or has not won the Trick; even the At- 


tempt to take up a Trick, though won before the laſt 
Partner has played, fs deemed very improper. - No 
Intimations of any kind during the Play of the Cards 
between Partners are to be admitted, The Miſtake 
of one Party is the Game of the Adverſary. How- 
ever there is one Exception to this Rule, which is ia 
caſe of a Revoke : If a Perſon happens not to follow 
Suit, or trump a Suit, the Partner is indulged to make 
Enquiry of him, whether he is fare he has none of 
that Suit in his Hand: This Indulgence muſt have 
ariſen from the ſevere Penalties annexed to Revok- 
1 5 B 2 5 


6 2 3 
ing, which affect the Partners equally, and it is now 
univerſally admitted, 


'The Perſon on the Dealer's left Hand is called the 


elder Hand, and plays firſt; and whoever wins the 
Trick, becomes elder Hand, and plays again ; and 


ſo on till all the Cards are played out. The Tricks 
belonging to each Party ſhould be turned and collect- 
ed by the reſpective Partners of whoever wins the firſt 


Trick in every Hand. The Ace, King, Queen, and 


Knave of Trumps, are called Honours; and when 
either of the Parties has in his own Hand, or be- 


tween himſelf and his Partner, three Honou ts. the 


count two Points towards the Game; and in caſe 


they ſhould have the four Honours, they count four 
Points, Ten Points make the Game, 


n Snok r Ross for LEARNERS. 


I. A LWAYS lead from your ſtrong. Suit. 
IT. Lead through an Honour when you 
have a good Hand. 


| | weak. 
IV. Lead a Trump, if 4 or 55 and you have a good 


Hand. 


V. Sequences are eligible Leads, and begin with 


the higheſt, 
VI. Follow your Partner $ Lead, not your Ad- 
verſary* 8. 
VII. Do not lead from Ace, Queen. 
VIII. Avoid leading an Ace unleſs you have the 
King. 
IX. Never lead a thirteenth Card unleſs Trumps 
are out. 
X. Nor trump a thirteenth Card, except laſt ig "<6 
ay 


III. Lead through the ſtrong Suit, and up to the 


9 


0 


XI. Play your beſt Card third Hand. 
XII. When in Doubt, win the Trick. 


XIII. When you lead ſmall * rumps, begin with 
the higheſt, 


XIV. Do not trump out, when your Partner i; 


likely to trump a Suit. 


XV. If you hold only ſmall Trumps, make them 
when you can. 


XVI. Make your Tricks early, and be careful of 


Be ſure to make-the odd Trick when i in 
your Power, 

XVIII. Never force your Adverſary with your beſt 
Card, unleſs you have the next beſt. 

XIX. If only one Card of any Suit, and but 2 or 
3 ſmall Trumps, lead the fingle Card. | 

XX. Always try to keep a commanding Card to 
bring in your ſtrong Suit. Fs 

XXI. In your Partner's Lead, endeavour to keep 
the command in his Hand. 

XXII. Keep the Card you turn up as long as you 
conveniently can. 

XXIII. If your Antagoniſts are 8, and you have no 
Honour, play your beſt T rump. 

XXIV. Always conſider your n ao play your 
Hand accordingly. ; 
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MA. HOYLE's 
GA ME. AT W HIST. 


GENERAL Rao fer BEGINNERS, 


: Top HEN you lead, begin with the beſt 
y * Suit in your Hand; ; if you have a Se- 
quence of King, Queen, and Knave, or Queen, 
Knave and Ten, they are ſure Leads, and never fail 
gaining the Tenace to yourſelf or Partner in other 
Suits: Begin with the higheſt of the Sequence, un- 
leſs you have 5 in Number; in that Caſe, play the 
loweſt (except in Trumps, when you muſt always 
play the higheſt) in order to | the Ace or King 
out of your Partner's or Adverſary's Hand, by which 
means you make Room for your Suit. 
II. If you have 5 of the ſmalleſt Trumps, 7 not 
one good Card in the other Suits, trump out, which 


will have this good Conſequence at Jeaſt, to make | 


your Partner the laſt player, and by that Means Bus 
him the Tenace. 


III. If you have 2 ſmall Trumps only, with Ace 


end King of two other Suits, and a Deficiency of 
the fourth Suit, make as many Tricks as you can 
immediately ; and it your Partner refuſes either of 
your Suits, do not force him, becauſe that may 
weaken his Game too much. g 

IV. You need ſeldoem return your Partner's Lead 
immediately, if you have good Suits of your own to 
Flay, unleſs it. be to endeavour to fave or win a 


| Game: What is meant by good Suits, is, in 6aſe you 
ſhall 


FR 


5 
7 


| Thall have Sequences of King, Queen, and Knave, 
or Queen, Knave, and Ten. x 


fail winning them, in Expectatien of ſcoring 2 that 
. Deal; becauſe if y ou loſe the odd Trick, it makes 


vou ſee a Probability either of ſaving your Lurch or 
of the Stake, which your Adverſary has by a new 


pages 15, 16, 17. 


odd Trick, though you are pretty ſtrong in Trumps, 


by ſtrength in Trumps, is, in caſe you ſhould have 
3 Honour and 3 Trumps, 


The GaME of WHIST, 5 


V. If you have each 5 Tricks, and you are aſſur- 
ed of getting 2 Tricks in your own Hand, do not 


2 Difference, and you play 2 to f againſt yourſelf. 
An Exception to the foregoing Rule is, when 


winning the Game, in either of which Caſes you 
are to riſk the odd Trick. 5 | 
VI. When you havea Probability of winning the 


Game, always riſk a Trick or two, becauſe the Share 


Deal, will amount to more than the Point ox two 
which you riſk by that Deal. | 
The foregoing Caſe refers to 1, 2, g, 4, 5, 6, in 


VII. If your Adverſary is fix or ſeven Love, and 
you are to lead, your Buſineſs in that Caſe is to riſk 
a Trick or two, in Hopes of putting your Game 
upon an equality; therefore, admitting you have 
the Queen or Knave, and 1 other Trump, and no 
good Cards in other Suits, play out your Queen or 
Knave of 'Trumps; by which Means you will 
ſtrengthen your Partner's Game, if he is ſtrong in 
Trumps; if he is weak, you do him no Injury, z 

VIII. If you are four of the Game, you muſt play 
for an odd Trick, becauſe it faves one half of the 
Stake which you play for; and, in order to win the 


be cautious how you trump out, What is meant 


IX. If 
B g | 


ſmall Trumps, begin with the 


—— —— —ꝛů— — > a p 


— — 
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The Gant of WHIST. 
IX. If you are 9 of the Game, and though very 


ſtrong in Trumps, if you obſerve your Partner to 


have a Chance of trumping any of your Adverſary's 
Suits ; in that Caſe do not trump out, but give him 
an Opportunity of trumping thoſe Suits. If your 
Game is ſcored 1, 2, or 3, you muſt play the Re- 
verſe ; and alſo at 3, 6, or 7; becauſe, in theſe two | 
laſt recited Caſes, you play for more than 1 Point, 

X. If you are laſt Player, and find that the third 
Hand cannot put on a good- Card to his Partner's 
Lead, admitting you have no good Game of your 
own to play, return the Lead upon the Adverſary; 
which gives your Partner the Tenace in that Suit, 


and often obliges the Adverſary to change Suits, and 


conſequently gains the Tenace in that new Svit alſo, 

XI. If you have Ace, King, and four ſmall 
Trumps, begin with a ſmall one; becauſe it is an 
equal Wager that your Partner has a better Trump 


than the laſt Player: if ſo, you have three Rounds 
of Trumps; if not, you cannot fetch out all the 
Trumps. I” | 


XII. If you have Ace, King, 3 — _ 
ing, and then _— 


the Ace (except one of the Adverſaries refuſes 


Trumps) becauſe the Odds is in your Favour that 


the Queen falls, 5 . 
XIII. If you have King, Queen, and four ſmall 


* 


Trumps, begin with a ſmall one, becauſe the Odds 
is on your Side that your Partner has an Honour, | 


XIV. If you have King, Queen, Ten, and three 
ſmall Trumps, begin with the King, becauſe you 
havea fair Chance that the Knave falls in the ſecond 


Round, or you may wait to fineſſe your Ten upon 


the Return of Trumps from your Partner. | 
| Refers to Caſe 1, 2, 3, in page 18. AV. Ie 
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XV. If you have Queen, Knave, and four ſmall 
Trumps, begin with a ſmall one, becauſe the Odds 


is in your Favour that your Partner has an Ho- 
nour. 


XVI. If you have Queen, Knave, Nine, and 

three ſmall Trumps, begin with the Queen, becauſe 

you have a fair Chance that the Ten falls in the 

ſecond Round; or you may wait to fineſſe the 

Nine. | 

Ree OCR 8 Sy 
XVII. If you have Knave, Ten and four ſmall 


Trumps, begin with a ſmall one, for the Reaſons 
aſſigned in Ne 15, 


XVIII. If you have Knave, Ten, Eight, and 
three ſmall 'Trumps, begin with the Knave, in or- 
der to prevent the Nine from making a Trick, and 
the Odds are in your favour that the three Honours 
fall in two Rounds. ö 

XIX. If you have fix Trumps of a lower De- 
nomination, you are to begin with the loweſt, un- 


leſs you ſhould have Ten, Nine, ard Eight, and an 


Honour turns up againſt you; in that Caſe, if you 


are to play through the Honour, begin with the 
Ten, which obliges the Adverſary to play his Ho- 


'nour to his Diſadvantage, or leave it in your Part- 


ner's Option, whether he will paſs it or not. 
prion, P 


XX. If you have Ace, King, and three ſmall 


Trumps, begin with a ſmall one, for the Reaſons 
aſſigned in No 15. EE Ro EY 
XXI. If you have Ace, King and Knave, and 


two ſmall Trumps, begin with the King, which, 


next to a moral Certainty, informs your Partner 


that you have Ace and Knave remaining; and b 
putting the Lead into your Partner's Hand, he plays 


5 ou 
B 4 N 


ſmall Trump, begin with the King, for the Reaſons | 


8 The Gans NT WHIST, 


you a Trump, upon which you are to fineſſe the 


Knave, and no ill Conſequence can attend ſuch play, | 


except the Queen hes behind you ſingle. 
Refers to Caſe 1, 2, g, in page. 18. 


XXII. If you have King, Queen, and three ſmall 
Trumps, begin with a ſmall one, for the aſſigned 


Reaſons in No 15. 


XXIII. If you have King, Queen, Ten, and two 


ſmall Trumps, begin with the King, for the Rea- 
{ons aſſigned in Ne 91. | 


XXIV. If you have the Queen, Knave, and three 
ſmall Trumps, begin with a ſmall one, for the Reaſons 


aſſigned in No 15, . 

XXV. If you have Queen, Knave, Nine, and two 
ſmall Trumps, begin with the Queen, for the Reaſons 
aſſigned in No 16. | 


XXVI. If you have Knave, Ten, and three ſmall. 


Trumps, begin with a ſmall one, for the Reaſons 


aſſigned in No 15. 8 | „ 
XXVII. If you have Knave, Ten, Eight, and two 


finall Trumps, begin with the Knave, becauſe in two 
Rounds of Trumps it is Odds but that the Nine falls; 
or, upon the Return of Trumps from your Partner, 


you may fineſſe the eight. 


XXVIII. If you have five Trumps of a lower De- 


nomination it is the beſt play to begin with the 


loweſt, unleſs you have a Sequence of Ten, Nine, 
and Eight ; in that Caſe begin with the higheſt of the 
Sequence. C7 


XXIX. If you have Ace, King, and two ſmall : 


Trumps, begin with 'a ſmall one, for the Reaſons 


aſſigned in No 15. 
XXX. If you have Ace, King, Knave, and one 


aligned in Ne 21, 58 


# 
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xXXI. If you have King, Queen, and two ſmall 

Trumps, begin with a ſmall one for the Reaſons 
aſſigned in No 15. 
XVXXII. If you have King, Queen, Ten, and one 
ſmall Trump, begin with the King, and wait for the 
Return of Trumps from your Partner, when you are 
to fineſſe your Ten, in order to win the Knave. | 

XX XIII, If you hare Queen, Knave, Nine, and 
one ſmall Trump, begin with the Queen, in order 
to prevent the Ten from making a Trick. 

XXXIV, If you have Knave, Ten, and two ſmall 
Trumps, begin with a ſmall one for the Reaſons aſ- 
ſigned in No 15. 

XXXV. If you have Knave, Ten, Eight, and one 
ſmall Trump, begin with the Knave, in order ta 

revent the Nine from making a Trick. 

XXXVI. If you have Ten, Nine, Eight and one 
ſmall Trump, begin with the Ten,which leaves in your 
Partner's Diſcretion, whether he will paſs it or not. 

XXXVII. If you have Ten, and three ſmall 


Trumps, begin with a {mall one. 


Some PARTICULAR RuLss to be objerved, 


I. T you have Ace, King, and four ſmall Trumps 

with a good Suit, you mult play three Rounds 
of Trumps, otherwiſe you may ace your ſtrong 
Suit trumped, 

II. If you have King, Queen, and four ſmall 
Trumps, with a good Suit, trump out with the 
King, becauſe when you have the Lead agato, you. 
will have three Rounds of Trumps, 

III. If you have King, Queen, Ten, and three 


imall Trumps,, with a good Suit, trump out with 
8 9 the 


"= The Games of WHIST. 


the King, in expectation of the Knave's falling at 
the ſecond Round; and do not wait to fineſſe the 


Ten, for fear your ſtrong Suit ſhould be trumped. 


IV. If you have Queen, Knave, and three ſmall 
Trumps,with a good Suit,trump out with a ſmall one, 
V. If you have the Queen, Knave, Nine, and two | 


| ſmall Trumps with a good Suit, trump out with the 
Queen in Expectation of the Ten's falling at the 


{ſecond Round; and do not wait to fineſſe the Nine, 
but trump out a ſecond Time, for the Reaſon aſ- 


| figned in Cafe III. in this Chapter, 


VI. If you have Knave, Ten, and three ſmall 


Trumps, with a good Suit, trump out with a ſmall one. 


VII. If you have Knave, Ten, Eight, and two 
ſmall Trumps, with a good Suit, trump out with 
the Knave, in Expectation of the Nine's falling at 
the ſecond Round. - „ "a 
VIII. If you have Ten, Nine, Eight, and one ſmall 
Trump, with a good Suit, trump out with the Ten. 


PARTICULAR GaMEs, ard the manner ts which they 
BD are to be played, _ | 


L UPPOSE you are elder Hand, and that 

your Game conſiſts of King, Queen, and 
Knave of one Suit ; Ace, King, Queen, and two 
ſmall Cards of another Suit; King and Queen of the 
third Suit, and three ſmall Trumps : Quere, How 
is this Hand to be played ? You are to begin with the 
Ace of your beſt Suit (or a Trump) which informs 
your Partner that you have the command of that 
Suit ; but you are not to proceed with the King of 
the ſame Suit, but you muſt play a Trump next; and 
if you find your Partner has no Strength to ſupport 

. | you 
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you in Trumps, and that your Adverſary plays 
to your weak Suit, viz, the King and Queen only, in 
that caſe, play the King of the beſt Suit; and if 


you obſerve a Probability of either of your Ad- 


verſaries being likely to trump that Suit, proceed then 


and play the King of the Suit of which you have 
King, Queen, and Knave, If it ſhould ſo happen, 


that your Adverfaries do not play to your weakeſt 
Suit, in that Caſe, though apparently your Partner 
can give you no Aſſiſtance in Trumps, purſue your 
Scheme of 2 out as often as the Lead comes 
into your Hand: By which Means, ſuppoſing your 
Partner to have but two Trumps, and that your Ad- 
verſaries have four each, by three Rounds of T'rumps, 
there remain only two Trumps againſt you. | 
IT. Elder Hand. | 

Suppoſe you have Ace, King, Queen, and one 
ſmall Trump; with a Sequence from the King of 
five in another Suit, with four other Cards of no 
Value, Begin with the Queen of Trumps, and 
purſue the Lead with the Ace, which demonſtrates to 
your Partner, that you have the King: And as it 


would be bad Play to purſue Trumps the third Round, 


till you have firſt gained the Command of your great 
Suit; by ſtopping thus, it likewiſe informs your Partner 
that you have the King, and one "Trump only remain- 


ing; becauſe, if you had Ace, King, Queen, and two 


Trumps more, and Trumps went round twice, you. 
could receive no Damage by playingthe King the third 
Round, When you lead Sequence, begin with the 


loweſt, becauſe if your Partner has the Ace he plays 
It, which makes Room for your Suit, And fince you 


have let your Partner into the State of your Game, 


as ſoon as he has the Lead, if he has a Trump or two 
remaining, he will play "ye to you, with a 


moral : 
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moral Certainty that your King clears your Adverſa- 
ries Hands of all their Trumps. 
III. Second Player. 


Trumps, with a Quint-Major of another Suit; in 
the third Suit you have three ſmall Cards, and in 
the fourth Suit one. Your Adverſary on your Right- 
hand begins with playing the Ace of your weak 


Card; and if he proceeds to play the Queen, throw 
away another loſing Card; and do the like the fourth 
Time, in Hopes your Partner may trump it, who 
will in that Caſe play a Trump, or will play to your 
ſtrong Suit. If Trumps are played, go on with them 
two Rounds, and then proceed to play your ſtrong 
uit; by which Means, if there happens to be four 

Trumps in one of your Adverſaries Hands, and two 
in the other, which is nearly the Caſe, your Partner 


conſequently there remain only fix Trumps between 
the Ad verſaries; your ſtrong Suit forces their belt 
Trumps, and you have a Probability of making 
the odd Trick in your own Hand only; whereas if you 
had trumped one of your Adverſaries beſt Cards, 
vou had ſo weakened your Hand, as probably not 
to make more than five Tricks, without your Part- 
ners Help. | | RE Dp | 

IV. Suppoſe you have Ace, Queen, and three 
{mall Trumps; Ace, Queen, Ten, and Nine of a- 
nother Suit; with two ſmall Cards of each of the 
other Suits: Your Partner leads to your Ace, Queen, 


deceive your Adverſaries, than to inform your Part- 


Suppoſe you have Ace, King, and two ſmall 


Suit, and then proceeds to play the King: In that 
Caſe do not trump it, but throw away a loſing. 


being intitled to have three Trumps out of the nine, 


Ten, and Nine; and as this Game requires rather to 


ner, 
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J. put up the Nine, which naturally leads the Ad- 
verſary to play Trumps, if he wins that Card, As 
ſoon as Trumps are played to you, return them upon 
your Adverſary, keeping the Command in your own 
Hand. If your Adverſary, who led Trumps to you, | 
puts up a Trump which your Partner cannot win, if 
he has no good Suit of his own to play, he will re- 
turn your Partner's Lead imagining that Suit les be- 
tween his Partner and yours: If this Fineſſe of yours 
ſhould ſucceed, you will be a great Gainer by it, but 

ſcarcely poſſible to be a Loſer, | 
ES V. Suppoſe you have Ace, King, and three ſmall 
| Trumps, with a Quart froma King, and two ſmall 
Cards of another Suit, and one ſmall Card to each of 
the other Suits ; your Adverſary leads a Suit of which 
your Partner has a Quart-Major; your Partner puts 
up the Knave, and then proceeds to play the Ace: 
You refuſe to that Suit by playing your looſe Card; 
when your Partner plays the King, your Right-hand 
Adverſary trumps it. Suppoſe with the Knave or 
Ten, do not overtrump him, which may probably 
loſe you two or three Tricks by weakening of your 
Hand : But if he leads to the Suit of which you have 
none, trump it, and then play the loweſt of your 
Sequence, in order to get the Ace either out of your 
Partner's or Adverſary's Hand; which accompliſhed, 
s ſoon as you get the Lead, play two Rounds of 
Ji ramps, and then proceed to play your ſtrong Suit. 
Unſtead of your Adverſary's playivug to your weak 
Suit, if he ſhould play Trumps, do you go on with 
hem two Rounds, and then proceed to get the Com- 
mand of your ſtrong Suit. But you will ſeldom find 
his laſt Method practiſed, except by moderate Play. 
rs, 8 . 8 
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Games io be played, avith certain Ob/ervations, whereby. 
you are aſſured that your Partner has no more of the. | 


Suit played either by yourſelf or him, 


I. C UPPOSE you lead from Queen, Ten, Nine, 
and two ſmall Cards of any Suit, the ſe- | 
cond Hand puts on the Knave, your Partner plays the 
Eight: in this Caſe, you having Queen, len, and 
Nine, it is a Demonſtration if he plays well, that 
he can have no more of that Suit, Therefore, by | 
that Diſcovery you may play your Game accordingly, | 
either by forcing him to trump that Suit, if you are 


ſtrong in Trumps, or by playing ſome other Suit. 
II. Suppoſe you have King, 13 and Ten of a 


Suit, and you lead your King, your Partner plays the 


 Knave, this demonſtrates he has no more of that Suit. 
III. Suppuſe you have King, Queen, and many 
more of a Suit, and you begin with the King, in 
ſome Caſes it is good Play in a Partner, when he has 
the Ace, and one ſmall Card in that Suit only, to 
win his Partner's King with his Ace; for ſuppoſe 


he is very ſtrong in Trumps, by taking his Partner's 


King, with the Ace, he trumps out, and after he has | 


Cleared the board of Trumps, he returns his Partner's 


Lead; and having parted with the Ace of that Suit, | 
he has made Room for his Partner to make that 
whole Suit, which poſſibly could not have been done | 


if he had kept the Command in his Hand, 


And ſuppoſing his. Partner has no other good 
Card in his Hand beſides that Suit, he loſes nothing 
by the Ace's taking of his King; but if it ſhould ſo 


happen that he has a good Card to bring in that 


Suit, he gains all the Tricks which he makes in that 
Suit, by this Method of Play, And as your Partner 


hai 


| has taken your King with the Ace, and trumps out 
upon it, you have Reafon to judge he has one of 


moral Certainty that my Partner has not the heſt of 


* Particular Games to be played, by which you run the 
Riſk of laſing one Trick only to gain three, 


I, 8 UP POS E Clubs to be Trumps; a Heart is 
1 played by your Adverſary; your Partner 
having' none of that Suit, throws away a Spade; 
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that Suit to return you ; therefore do not throw away 
any of that Suit, even to keep a King or Queen 
guarded, ds 


Particular Games, both to endeaveur io deceive and 
diſireſs your Adwerſaries, and 70 demonſirate your 
Game to your Partner. | | | | 


I, CO UPPOSET play the Ace of a Suit of which 

I have Ace, King, and three ſmall ones; 
the laſt Player does. not chuſe to trump it, having 
none of the Suit; if I am not ſtrong enoegh in 
Trumps, I muſt not play out the King, but keep 
the Command of that Suit in my Hand by playing 
a ſmall one, which I muſt do in order to weaken 
his Game. „ 


II. If a Suit is led, of which I have none, and 4 


that Suit, in order to deceive the Adverſary, I throw 
away my ſtrong Suit; but to clear up Doubts to my 
Partner, when he has the Lead, I throw away my 
weak Suit, This method of play will generally ſuc- 
ceed, unleſs you play with very good Players; 
and even with them, you will oftener gain than loſe 
by this Method of Play. | 8 


you 
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you are then to judge his Hand is compoſed of 


Trumps and Diamonds; and ſuppoſe you win that 
Trick, and being too weak in "Trumps, you dare 
not force him; and ſuppoſe you ſhall have King, 
Knave, and one ſmall Diamond; and further, 
ſuppoſe your Partner to have Queen, and five Dia- 
monds ; in that Caſe, by throwing out your King 
in your firſt Lead, and your Knave in your ſecont, 
your Partner and you may win five Tricks in that 


Suit; whereas if you had led a ſmall Diamond, and 


your Partner's Queen having been won with the Ace, 
the King and Knave remaining in your Hand 
obſtructs the Suit: And though he may have the 
long Trump, yet by playing a ſmall Diamond, and 
his long Trump having been forced out of his Hand, 


you loſe by this Method of Play three Tricks in that 


Deal. 1 13 
II. Suppoſe, in the like Caſe of the former, you 


ſhould have Queen, Ten, and one ſmall Card in 
your Partner's ſtrong Suit; which is to be diſcovered 


by the former Example; and ſuppoſe your Partner 
to have Knave and five ſmall Caids in his ſtrong 


Suit; you having the Lead are to play your Queen, 


and when you play again, you are to play your 


Ten; and ſuppoſe him to have the long Trump, by 


this Method he makes four Tricks in that Suit; but 


ſhould you play a ſmall one in that Suit, his Knave 


being gone, ard the Queen remaining in your Hand 


In the ſecond Round of playing that Suit, and the long 


Trump being forced out of his Hand, the Queen re- 
maining in your Hand obſtructs the Suit, by which 
Method of Play you loſe three Tricks in that Deal. 
III. In the former Examples you have been ſup- 
poſed to have had the Lead, and by that means =_y 
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had an Opportunity of throwing out the beſt Cards 
in your Hand of your Partner's ſtrong Suit, in order 
to make Room for the whole Suit: we will now 
ſuppoſe your Partner is to lead, and in the Courſe 
of Play, it appears to you that your Partner has one 
great Suit; ſuppoſe Ace, King, and four ſmall ones, 
and that you have Queen, Ten, Nine, and a very 
ſmall one of that Suit; when your Partner plays the 
Ace, you are to play the Nine; when he plays the 
King, you are to play the Ten; by which means you 
ſee, in the third Round, you make your Queen, 
and having a ſmall one remaining, you do not ob- 
ſtrut your Partner's great Suit; whereas if you had 
kept your Queen and Ten, and the Knave had fal- 
len from the Adverſaries, you had loſt two Tricks in. 
that Deal, „„ J 

IV. Suppoſe in the Courſe of Play, as in the for- 
mer Caſe, you find your Partner to have one great 
Suit, and that you have King, Ten, and a ſmall 
one of that Suit ; your Partner leads the Ace; in 
that Caſe play your Ten, and in the ſecond your 
King: This Method is to prevent a Poſſibility of 
obſtructing your Partner's great Suu, | 

V. Suppoſe your Partner has Ace, King, and 


four ſmall Cards in his great Suit, and that you 


have Queen, Ten, and a ſmall Card, in that Suit; 
when he plays his Ace, do you play your Ten, and 
when he plays his King, do you play your Queen ; 
by which Method of Play you only ris one Trick to 
get four. | | | 

VI. We will now ſuppoſe you to have five, Cards 
of your Partner's ſtrong Suit, viz. Queen, Ten, 
Nine, Eight, and a ſmall one; and that your Part- 
ner has Ace, King, and four ſmall ones; when 

| your 
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your Partner plays the Ace, do you Play your Eight, 
when he plays the King, do you play your Nine; 
and in the third Round, nobody having any of 
that Suit, except your Partner and you, proceed then 
to play the Queen, and then the Ten; and having a 
{mall one remaining, and your Partner two, you 
thereby gain a Trick, which you could not have 
done but by playing the high Cards, and by keep- 
ing a ſmall one to play to your Partner, 


Particular Games to be played when your Adverſary 
tar up an Honour on your Right-hand, avith Di. 
rections how to play when an Honour is turned 15 
on your Left-hand, | 
I, CUPPOSE the Knare is turned vp on your 
5 8 Right- hand, and that you have King, Queen 
and Ten; in order to win the Knave, begin to 
play with your King; by which Method of Play, 
your Partner may ſuppoſe you to have Queen and 
'Ten remaining, eſpecially if you have a ſecond 
Lead, and that you do not proceed to your Queen, 
IT, The Knave being turned up as before, and 
that you have Ace, Queen, and Ten, by playing 
_ your Queen, it anſwers the like Purpoſe of the for. 
mer Rufe. 5 | | 
III. If the Queen is turned up on your Right-hand, 
and that you have Ace, King, and Knave, by play: 
ing your King it anſwers the like Purpoſe of the 
former Rule. ” 185 


IV. Suppoſe an Honour is turned up on you 


Left-hand, and ſuppoſe you ſhould hold no Honour, 
in that Caſe you are to play Trumps through that 
Honour; but in caſe you ſhould hold an Honour, 
9 55 | J§ĩ§˙—6³ ng (excep! 
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except the Ace) you muſt be cautious how you play 


6h Trumps, becauſe in caſe your Partner holds no Ho- 
„ off 02u7> your Adverfary will play your own Game upon 
then . 5 | 3 
ng , | „ 
yon Cas E to demonſirate the Danger of forcing your 
have l | Partner. 3 . 
ep: UPPOSE 4 and B Partners, and that A has a 


Quint-Major in Trumps, with a Quint. Major, 


and three ſmall Cards of another Suit, and that 4 


55 has the Lead; and let us ſuppoſe the Adverſaries C 
7 Wand D to have only five Trumps in either hand: In 
dis Caſe, 4 having the Lead, wins every Trick. 
| Suppoſe, on the contrary, C has five ſmall Trumps, 
with a 8 and three ſmall Cards of another 
Suit, and that C has the Lead, who forces A to trump 
firſt, by which Means 4 wins only five Tricks, | 


A Cask to demonftrate the Advantage by a Saab. 


and uart-Major in Clubs, they being Trumps, an- 
ing e in Hearts, another Quart - Major 
for. in Diamonds, and the Ace of Spades. And let us 

ſuppoſe the Adverſaries C and D to have the fol- 
and, lowing Cards; wiz. C has four Irumps, eight 
ay. Hearts, and one Spade; D has five Trumps and 
the {Weight Diamonds; C being to lead, plays an Heart, 


D trumps it; D plays a Diamond, C trumps it; 


„ou and thus purſuing the Saw, each Partner trumps a 
our, Quart-Major of 4's, and C being to play at the ninth 
tha Trick, plays a Spade, which D trumps; thus C 
our, | | ES and 
cept 5 


UPPOSE A and B Partners, and that A has a 


| 
+ 
i 
j 
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and D have won the nine firſt Tricks, and leave 4 


with his Quart-Major in Trumps only. 
The foregoing Caſe ſhews, that whenever you gain 


the Advantage of eſtabliſhing a Saw, it is your Inte. 


reſt to embrace it. 


Variety of Casss, intermixed with CALCULATIONS, 


ry awhen it is proper, at ſecond Hand, uf 


put ub the King, Queen, Knave, or Ten, with ont 
ſmall Card of any Suit, Ic. 


J. C UPPOSE you have four ſmall Trumps, in 
| 8 the three other Suits vou have one Trick fe 
cure in each of them : and ſuppoſe your Partner has 
no Trump, in that Caſe the remaining nine Trumps 
muſt be divided between your Ad verſaries; ſuppoſe 
five in one hand, and four in the other; as often 2 
vou have the Lead, play Trumps : And ſuppoſe you 
ſhould have four Leads, in that Caſe, you ſee your 
Adverſaries make only five Tricks out of nine 
Trumps ; whereas if you had ſuffered them to make 
their Trumps ſingle, they might poſſibly have made 
nine Tricks, 3 | 
By this Example, you ſee the Neceſſity there i 
of taking out two 'Trumps for one upon moſt Occa- 
ſions. 


Yet there is an exception to the fotegoing Rule 


becauſe if you find in the courſe of Play, that your 
Adverſaries are very ſtrong in any particular Suit, 
and that your Partner can give you no aſſiſtance ir 
that Suit, in ſuch a caſe you are to examine youl 
own, and alſo your Adverfaries Scores; becauſe by 
keeping one Trump in your Hand to trump ſuchoutt, 
it may be either a Means to ſave or win a Game. 

| ES OE II. Suppoſe 
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IT, Suppoſe you have Ace, Queen, and two ſmall 
Cards of any Suit; your Right-hand Ad verſary leads 


that Suit; in that Caſe, do not put up vour Queen 
becauſe it is an equal Wager that your Partner has a 


better Card in that Suit than the third Hand; if ſo, 
you have the Command of that Suir, 
n Exception to the foregoing Rule is, in caſe 


you want the Lead, then you are to put up your 


Queen. | 

III. Never chuſe to lead from King, Knave, and 
one ſmall Card in any Suit, becauſe it is 2 to 1 that 
your Partner has not the Ace, and alſo g to 25, or 
about 5 to 4, that he has Ace or Queen ; and there- 
fore, as you have only about 5 to 4 in your Favour, 


and as you muſt have four Cards in ſome other Suit, 
ſuppoſe the Ten to be the higheſt, lead that Suit, be- 


cauſe it is an equal Wager that your Partner has a 
better Card in that Suit than the laſt Player: And if 


the Ace of the firſt- mentioned Suit lies behind you, 


which is an equal Wager it ſhould ſo happen, in caſe 


your Partner has it not; in this Caſe, on your Ad- 


verſaries leading this Suit, you probably make two 

Tricks in it by this Method of Play. | 
IV. Suppoſe in the Courſe of Play it appears t 

you that your Partner and you have four or five Trumps 


remaining, when your Adverſaries have none, and 


that you have no winning Card in your Hand, but 
that you have Reaſon to judge that your Partner has 
a thirteenth Card or ſome other winning Card in his 
Hand; in that Cale play a ſmall Trump, to put the 
Lead into his Hand, in order to throw away any loſ- 


ing Card in your Hand, upon ſuch thirteenth: or 


other good Card. 


Some 


+. 

b a 

E. 

4 

£ 

+ 

4; 
| 
1 
1 
pi 
7 
1 
17 
5 
1 


22 The Game of WHIST. 


Same DIR EC TIoRS for putting up at ſecond Hand, 
King, Queen, Knave, or Ten of any Suit, &c, 


OPPOSE you have the King, and one ſmall 
Card, of any Suit, and that your Right-hand 
Adverſary plays that Suit; if he is a good Player, do 
not put up the King, unleſs you want the Lead, be- 
cauſe a good Player ſeldom "leads from a Suit of which 
he has the Ace, but keeps it in his Hand (after the 
Trumps are played out) to bring in his ſtrong Suit. | 

II. Suppoſe you have a Queen, and one ſmall Card, Tir 
of any Suit, and that your Right-hand Adverſary Nate 
leads that Suit; do not put on your Queen, becauſe, {Wo 
ſuppoſe the Adverſary has led from the Ace and I > 
Knave, in that Caſe, upon the Return of that Suit, tt. 
your Adverſary fineſſes the Knave, which is generally N 
good Play, eſpecially if his Partner has played the 
King, you thereby make your Queen: but by putting er 
on the Queen, it ſhews your Adverſary that you have fla 
no Strength in that Suit, and conſequently puts him ane 
upon fineſſing upon your Partner throughout that n 
whole Suit. . 8 | : 

III. In the former Examples you have been in- . 
formed, when it is thought proper to put up the King 7. 
er Queen at ſecond Hand; you are likewiſe to ob- du 
ſerve, in caſe you ſhould have the Knave or Ten of be 
any Suit, with a ſmall Card of the ſame Suit, it is IH 
generally bad Play to put up either of them at ſecond = 
Hand, becaule it is five to two that the third Hand IW" 
has either Ace, King, or Queen of the Suit led; it 0 
therefore follows, that as the Odds againſt you are h 
five to two, and though you ſhould ſucceed ſome- . 
times by this Method of Play, yet in the main you K 
muſt be a Loſer; beczuſe it demonſtrates to your 

5 pj Adverſaries 


— 
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Adverſaries that you are weak in that Suit, and con- 
equently they fineſſe upon your Partner throughout 
hat whole Suit, | | | 

IV. Suppoſe you have Ace, King, and three ſmall 
nall MCards of a Suit, your Right-hand Adverſary leads 


and Nhat Suit; upon which you play your Ace, and your 
„do {Wartner plays the Knave. In cafe you are ftrong in 
be. MW!rumps, you are to return a ſmall one in that Suit, in 


order to let your Partner trump it: And this Conſe- 
quence attends ſuch Play, viz. you keep the Com- 
and of that Suitin your own Hand, and at the fame 
Time it gives your Partner an Intimation that you 
are ſtrong in Trumps : and therefore he may play his 


iſe, NCame accordingly, either in attempting to eftablith 


ind Wa Saw, or by trumping out to you, if he has either 
lit, {Wtrength in Trumps, or the Command of the other 
iI! Suits. | 
— V. Suppoſe A and B's Game is ſcored 6, the Ad- 
ing Nrerſaries C and D is ſcored 7, and that 9 Cards are 
we played out, of which 4 and B have won 7 Tricks, 
im and ſuppoſe no Honours are reckoned in that Deal; 
nat Nia this Caſe A and B have won the odd Trick, which 
puts their Game upon an Equality ; and ſuppoſe 4 
in-⸗ to have the Lead, and that 4 has two of the ſmalleſt 
ng Trumps remaining, with two winning Cards of other 


b- uits; and ſuppoſe Cand D have the two beſt Trumps 


of between them, with two other winning Cards in their 
is Hands; Quere, How are you to play this Game? It 
nd {W's 11 to g that C has not the two Trumps; and like- 
nd Nuiſe 11 to 3 that O has them not: The Odds being 
it bo much in 4's Favour to win the whole Stake, it is 
re is Intereſt to play a Trump; for ſuppoſe the Stake 
e- obe 70/7. depending, A wins the whole Stake, if he 
du lacceeds by this Method of Play; but ſhould * 

bh the 
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he cloſe Game, by forcing Cor D to trump firſt, he 
having won the odd Trick already, and being ſure 
of winning two more in his own Hand; by this Me- 
thod his Game will be ſcored 9 to 7, which is about 
g to 2, and, therefore, A's Share of the 7o/. will 
amount only to 421. and, by this Method, A only fe. 
cures 74. Profit; but in the other Caſe, upon Suppo- 
ſition that A and B have 11 to 3 of the Stake depend. 
ing, as aforeſaid, by playing his Trump, he is entitled 
to 55/. out of the 7ol. depending. 
The foregoing Caſe being duly attended to, may be 
applied to the like Purpoſe in other Parts of the Game. 


DirEcT1ONs how 10 play when an Ace, King, or 
| Queen, are turned up on your Right-hand. 


I. CUPPOSE the Ace is turned up on your 

Right-hand, and that you have the Ten and 
Nine of Trumps only, with Ace, King and Queen 
of another Suit, and eight Cards of no Value, Quere, 
How muſt this Game be played? Begin with the Ace 
of the Suit of which you have the Ace, King and 
Queen, which is an information to your Partner that 
you have the Command of that Suit ; then play your 
Ten of Trumps, becauſe it is 5 to 2 that your Partner 
has King, Queen, or Knave of Trumps: and though 
it is about 7 to 2 that your Partner has not two Ho- 
nodurs, yet, ſhould he chance to have them, and they 
prove to be the King and Knave, in that Caſe, as 
your Partner will paſs your ten of Trumps, and as it 
is 13 to 12 againſt the laſt Player for holding the 
Queen of Trumps, upon Suppoſition your Partner has 
it not, in that Caſe. when your Partner has the Lead, 
he plays to your ſtrong Suit, and upon your having 
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the Lead, you are to play the Nine of Trumps, 
which puts it in your Partner's Power to be almoſt 
certain of winning the Queen if he lies behind it. 
The foregoing Caſe thews, that turning up of. 
an Ace againſt you, may be made leſs beneficial to 
your Adverſaries, provided you play by this Rule, 
II. If the King or Queen are turned up on your 


Right hand, the like Method of Play may be made 


uſe of; but you are always to diſtinguiſh the Diffe- 
rence of your Partner's Capacity, becauſe a good 
Player will make a proper Uſe of ſuch Play, but a 


bad one ſeldom, if ever. 


III. Suppoſe the Adverſary on your Right-hand 
leads the King of Trumps, and that you ſhould have 
the Ace and four ſmall Trumps. with a good Suit ; 
in this Caſe it is your Intereſt to paſs the King; 


| and though he ſhould have King, Queen, and 


Knaveiof 'Trumps, with one more, if he is a mo- 
derate Player, he will play the ſmall one, ima- 
gining that his Partner has the Ace; when he plays 
the ſmall one, you are to paſs it, becauſe it is an 
equal Wager that your Partner has a better Trump 
than the lalt Player; if ſo, and that he happens to 
be a tolerable Player, he will judge you have 2 
good Reaſon for this Method of Play, and conſe- 
quently, if he has a third Trump remaining, he 
will play it; if not, he will play his bet Suit, 


IV. 4 Critical Cask to wir an Old T rick, 


Suppoſe 4 and B Partners again C and D, and 
ſuppoſe the Game to be Nine all, an4 ſuppoſe all the 
Tramps are played our, 4 being the laſt Player, has 
the Ace and four other ſmall Cards of a Suit in his 

— 8 Hand, 
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Hand, and one thirteenth Card remaining: B has 
only two ſmall Cards of 4's Suit; C has Queen and 
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two other ſmall Cards of that Suit; D has Kang. 


Knave, and one ſmall Card of the ſame Suit, A and 
B have won three Tricks, C and D have won four 
Tricks; it therefore follows that 4 is to win four 
Tricks out of the fix Cards in his Hand, in order to 
win the Game, C leads this Suit, and D puts up 
the King; A gives him that Trick, D returns that 
Suit ; 4. paſſes it, and C puts up his Queen: Thus C 
and D have won fix Tricks, and C imagining the 
Ace of that Suit to be in his Partner's Hand, returns 
it; by which means 4 wins the four laſt Tricks, 
and conſequently the Game. | 
V. Suppoſe you ſhould have the King and five 
ſmall Trumps, and that your Right-hand Adverſary 
plays the Queen ; in that Caſe do not put on your 
King, becauſe it is an equal Wager that your Part- 
ner has the Ace; and ſuppoſe your Adverſary ſhould 
have Queen, Knave, Ten, and one ſmall Trump, 
it is alſo an equal Wager that the Ace lies ſingle, 
either in your rites 46 Hand or Partner's ; in 
either of which Caſes it 1s bad Play to put on your 
King ; but if the Queen of Trumps 1s led, and that 
you ſhould happen to have the King, with two or 
three Trumps, it 1s the beſt Play to put on the Kang, 
becauſe it is good Play to lead from the Queen and 
one ſmall Trump only ; and in that Caſe ſhould 
your Partner have the Knave of 'Trumps, and your 
Left-hand Adverſary hold the Ace, your neglecting 
to put on the King is the Loſs of a Trick, 


705 
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$ 
d 
4 I. CUPPOSE the Ten is turned up on your 
d Right hand, and that you ſhould have King, 
Ir Knave, Nine, and two ſmall Trumps with eight 
Ir other Cards of no value, and that it is proper for 
to you to lead Trumps, in that Caſe, begin with the 
1p Knave in order to prevent the Ten from making a 
at W Trick ; and though it is but about five to four that 
(pour Partner holds an Honour, yet if that ſhould 
he fail, by fineſſing your Nine on the Return of Trumps 
ns from your Partner, you have the Ten in your 
8, Power. | | | | 
| II. The Nine being turned up on your Right- 
"CW hand, and that you ſhould have Knave, Ten, Eight, 
ry and two ſmall Trumps, by leading the Knave it 
"ur W anſwers: the like Purpoſe of the former Caſe. 
irt. III. You are to make a wide Difference between 
Wy a Lead of Choice, and a forced Lead of your Part- 
NP WM ner's ; becauſe in the firſt Caſs, he is ſuppoſed to 
ple; lead from his beſt Suit, and finding you deficient in 
VF that Suit, and not being ſtrong enough in Trumps, 
ur and not daring to force you, he then plays his next 
that beſt Suit ; by which alteration of Play, it is next to a 
| OF Demonſtration that he is weak in Trumps : But 
ing, ſhould he perſevere, by playing off his firſt Lead, 
and ir he is a good Player, you are to judge him ſtrong in 
ould Trumps, and it is a Direction for you to play your 
our Game accordingly. | 
ung IV. There is nothing more pernicious, at the 
Game of Whiſt, than to change Suits often, becauſe 
4 m every new Suit you run the Riſque of giving 


The Ten or Nine being turned up on your Right- hand. 


your Adverſary the Tenace ; and therefore, though 
you lead from a Suit of which you have the Queen, 
2 Ten, 
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Ten, and three {mall ones, and your Partner puts up 
the Nine only, in that Caſe, if you ſhould happen to 
be weak in Trumps, and that you have no tolerable 
Suit to lead from, it is your beſt Play to purſue the 
Lead of that Suit by-playing your Queen, which 
teaves it in your Partner's Option whether he will 
ramp it or not, in caſe he has no more of that 
Suit; but in your ſecand Lead, in caſe you ſhould 
happen to have the Queen or Knave of any other 
Smt, with one Card only of the ſame Suit, it would 
be better Play to lead from your Queen or Knave 
of either of theſe Suits, it being 5 to 2 that your 
Partner has one Honour at leaſt in either of thoſe 
Suits. 

V. If you have Ace, King, and one ſmall Card 
of any Suit, with four Trumps ;'if your Right-hand 
Adverſary leads that Suit, paſs it, becauſe it 1s an 
gun, Wager that your Partner has a better Card in 
that Suit than the third Hand; if fo, you gain a 
Trick by it; if otherwiſe, as you have four Trumps, 
you need not fear to loſe by it, becauſe when Trumps 
are played, you may be * to have the long 


47UumPp. 


A Caution not to 5175 r the Command of Jour. Al. 
Vir/ary's great Smt, Ke. 


J. IN caſe you are weak in Trumps, and that it 
docs not appear that you Partner is very ftron? 
in them, be very cautious how you part with the 
Command of your Adverſary's great Suit: be 
ſuppoſe your Adverſary plays a Suit of Which 5% 
have the King. Per and one imall Card ont! 
the Adverfary lJeails the Ace, and upon playing 11 


ame 
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ſame Suit, you play your Queen which makes it 
almoſt certain to your Partner that you have the 
King; and ſuppoſe your Partner refuſes to that 
Suit, do not play the King, becauſe if the Leader 
of that Suit, or his Partner have the long Trump, 


you riſque the loſing of three Tricks to get one. 


II. Suppoſe your Partner has ten Cards remaining 
in his Hand, and that 1t appears to you that they con- 
fiſt of Trumps and one Suit only; and ſuppoſe you 
ſhould have King, Ten, and one ſmall Card of his 
ſtrong Suit, with Queen and two ſmall Trumps ; 
in this Caſe, you are to judge he has five Cards of 
each Suit, and therefore you ought to play out the 
King of his ſtrong Suit; and if you win that Trick, 
your next Play is to throw out the Queen of Trumps ; 
if that likewiſe comes home, proceed to play Trumps; 
This method of Play may be made uſe of at any 
Score of the Game, except at 4 and g. - 

III. The Ta uur turned up to be remembered. _ 
It is ſo neceſſary that the l'rump turned up ſhould 
be known and remembered, both by the Dealer and 
his Partner, that we think it proper to obſerve that 
the Dealer ſhould always ſo place that Card, as to 
be certain of having Recourſe to it: For ſuppoſe it 
to be only a 5, and that the Dealer has two more, 
Viz, the 6 and 9, If his Partner trumps out with 
Ace and King, x ought to play his 6 and g; be- 
cauſe let us ſuppoſe your Partner to have Ace, King 
and four ſmall Trumps; in this Caſe, by your Part- 
ner's knowing you have the 5 remaining, you may 
win many Tricks, 3 

IV. Your Right-hand Adverſary leads a Suit of 
which you have the Ten and two ſmall ones; the 


third Hand puts up the Knave, your Partner wins 


1 | DE. 
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it with the King: when your Adverſary leads 
that Suit again, and plays a ſmall one, do you put 
on your Jen, becauſe it may fave your Partner's 
Ace, upon Suppoſition that your Right-hand Ad- 
verſary led from the Queen: you will ſeldom fai} 
of Succeſs by this Method of Play. 


V. Suppoſe you have the beſt Trump, and that 


the Adverſary A has one Trump only remaining, 
and that it appears to you that your Adverſary B 
has a great Suit; in this Caſe, though you permit 
A to make his Trump, yet by keeping the Trump in 
your Hand, you prevent the Adverſary B from 
inaking his great Suit; whereas, if you had taken 
out A's Trump, it had made only one Trick Dif- 


ference ; but by this Method you probably ſave three 


or four Tricks. | 

VI. The following Case happens frequently, 

That you have two Trumps remaining when 
your Adverſaries have only one, and it appeais to 
you that your Partner has one grezt Suit: in this 
Caſe always play a Trump, though you have the 
worſt, becauſe by removing the Trump out of 
your Ad verſary's Hand, there can be no Obſtruction 
to your Partner's great Suit. . 

VII. Suppoſe you ſhould have three Trumps when 
no Body elſe has any, and that you ſhould have only 
four Cards of any certain Suit remaining; in this Caſe 

lay a Trump, which ſhews your Partner that you 
have all the Trumps, and alſo gives you a fair Chance 


for one of your Adverſaries to throw away one Card 


of the aforeſaid Suit ; by which Means, ſuppoſing 
that Suit to have been once led, and one thrown a- 
way, makes five, and four remaining in your Hand 
makes nine, there being only four remaining between 
_> | SY three 
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Suit in the ſecond Round, by being ſtrong in Trumps, 
PEE | you 
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three Hands, and your Partner having an equal 
Chance to hold a better Card in that Suft than the 
laſt Player, it therefore follows that you have an 
equal Chance to make three Tricks in that Suit, which 


probably could not have been done but by this Me- 


thod of Play. 25 

VIII. Suppoſe you have five Trumps, and fix ſmall 
Cards of any Suit, and you are to lead; the beſt 
Play is to lead from the Suit of which you have fix, 
becauſe, as you are deficient in two Suits, your Ad- 


verſaries will probably tramp out, which is playing 


your own Game for you; whereas, had you begun 
with playing Trumps, they would force you, and 
conſequently deſtroy your Game, | 


The Manner of playing SEQUENCES Further explain- 
ed, with many Examples, 


I. F* Trumps you are to play the higheſt of your 
Sequences, unleſs you ſhould have Ace, King 


and Queen ; in that Caſe play the loweſt, in order 


to let your Partner into the State of your Game, 
TI. In Svits which are not Trumps, if you have a 


Sequence of King, Queen, and Knave, and two ſmall 


ones; whether you are ſtrong in Trumps or not, it 


is the beſt Play to begin with the Knave, becauſe by 


getting the Ace out of any Hand, you make Room 
for the whole Suit, £1 ; 

III. And in caſe you are ſtrong in Trumps, ſup- 
poſing you ſhould have Sequence of Queen, Knave, 
Ten, and two ſmall Cards of any Suit; in that Caſe 


you ought to play the higheſt of your Sequence, be- 


cauſe, if either of the Adverſaries {ſhould trump that 
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you fetch out their Trumps, and conſequenily make 
the Remainder of that Suit. 

Ie like Method may be taken, if you ſhould hap- 
pen to have a Sequence by Knave, Ten, Nine, and 
two ſmall Cards of any Suit, 

IV. If you have a Sequence of a King, Queen, 
Knave, and one ſmall Card of any Suit, whether you 
are frong i in Trumps or otherwiſe, play your King, 
and do the like by any inferior e if you have 
only four in Number. . 

V. But if you ſhould happen to be weak in Trumps 
you muſt always begin with the loweſtof the Sequence 
in caſe you ſhould ee five in Number; for, ſup— 
poſe your Partner to have the Ace of that Suit, he 
then makes it; and where lies the Difference, whes 
ther you or your Partner win a Trick? For if you 
had the Ace and four ſmall Cards of any Suit, and 
are weak in Trumps, and led from that Suit, if you 
play well you onght to play the Ace; if you are 
very ſtrong in Trumps you may play your Game as 
backward as you pleaſe ; but if you are weak in 
Trumps, you muſt play the reverſe. 

VI. Let us explain what is meant by being ſtrong 
or weak in Trumps, 

if you have Ace, King, and three ſmall Trumps. 

King, Queen, and three ſmall Trumps, 

Queen, Knave, and three ſmall Trumps. 

Queen, Ten, and three ſmall Trumps. 

Knave, Ten, and three ſmall Trumps, 

Queen, and four ſmall Trumps. 

Knave, and four ſmall "Trumps, 

In any of the aforeſaid Caſes, you may be un- 
derſtood to be very ſtrong in Trumps, and therefore 
you may play by the foregoing Rules, being moral- | 
ly aſſured of having the on in Trumps, 1 
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If you have two or three ſmall Trumps only, we 
underſtand you to be weak in them. 

VII. What ſtrength in Trumps entitles you to force 
your Partner at any point of the Game? 

Ace, and three ſmall Trumps. 

King, and three ſmall Trumps. 
| Queen, and three ſmall Trumps. 
| Knave, and three ſmall Trumps, | 

VIII. If, by Accident, either you or the Adver- 


ſaries have forced your Partner (though you are weak 


in Trumps) if he has had the Lead, and does not 
chuſe to trump out, force him on as often as the Lead 


| comes into your Hand, unleſs you have good Suits 


of your own to play. | 
IX. If you ſhould happen to have only two or three 


\ ſmall Trumps, and that your Right-hand Adverſary 
leads a Suit of which you have none, trump it, which 


is an Information to your Partner that you are weak 
in Trumps; | 


X. Suppoſe you have Ace, Knave, and one ſmall 


Trump, and that your Partner trumps to you, ſup- 


poſe from the King and three ſmall Trumps, Quer- 
Whether it is the beſt Play to put on the Ace or 
Knave ? and ſuppoſe your Right-hand Adverſary has 
three Trumps, and that your Left: hand Adverſary has 
the like Number; in this Caſe, by fineſſing of your 
Knave, and playing your Ace, if the Queen is on 
your Right-hand, you win a Trick by it; but if the 
the Queen is on your Left-hand, and you ſhould play 
the Ace, and then return the Knave, admitting your 
Left-hand Adverſary put on the Queen, which he 
ought to do, it is above 2 to 1 that one of the Ad- 
verſaries has the Ten, and conſequently you gain no 
Trichet 8 

5 | 3 
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XI. If your Partner has led from the Ace of 
Trumps, and ſuppoſe you ſhould have King, Knave, 
and one ſmall Trump, by putting on your Knave 
and returning the King, it anſwers exactly the like 
Purpoſe of the former Rule. 

In other Suits you may practiſe the like Method. 

XII. If you are ſtrong in Trumps, and that you 
have King, Queen, and two or three ſmall Cards in 
any other Suit, you may lead a ſmall one, it being 
. & to 4 that your Partner has an Honour in that Suit, 
but if you are weak in Trumps, you ought to begin 
with the King, | 8 

XIII. If your Right-hand Adverſary leads a Suit 
of which you have King, Queen, and two or three 
ſmall Cards of the ſame Suit, you being ſtrong in 
Trumps, may paſs it, becauſe it is an equal Wa- 
ger that your Partner has a better Card in that Suit 
than the third Hand; if not, by your Strength of 
Trumps, you need not fear making that Suit, 

XIV. If your Right-hand Adverſary leads a Suit 
of which you have King, Queen, and one ſmall Card, 
whether in Trumps ornot, put on the Queen: Alfo 
if you have Queen, Knave, and one ſmall Card, 
put on the Knave ; and if you have Knave, Ten, and 
one ſmall Card, put on the Ten: by putting up 
the ſecond belt, as aforeſaid, your Partner has an 
Expectation of your having a better Card or Cards 
in the ſame Suit: and by Recourſe to the Calcoula- 
tions annexed to this 'Treatiſe, he may be able to 
judge what are the Odds for and againſt him. 


XV. If you ſhould have Ace, King, and two ſmall 


Cards in any Suit, being ſtrong in Trumps; if your 
Right-hand Adverſary leads that Suit, you may pals 
it, becauſe it is an equal Wager that your Partner 

5 | has 
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has a better Card in that Suit than the third Hand; 


it ſo, you gain a Trick by it, if otherwiſe you need 
not fear to make your Ace and King by your ſtrength 


in Trumps. | 

XVI. If you ſhould have the Ace, Nine, Eight, 
and one ſmall Trump, and that your Partner leads 
the Ten; in that Caſe paſs it, becauſe, unleſs the 
three Honours lie behind you, you are ſure of ma- 
king two ＋ 


Queen, Nine, Eight, and one ſmall Trump. 
XVII. In order to deceive your Adverſaries, if 
your Right-hand Ad verſary leads from a Suit of 
which you have Ace, King, and Queen, or Ace, 
King, and Knave, put on the Ace: becauſe that 
encourages the Adverſaries to play that Suit again: 
And though you deceive your Partner by this Me- 
thod of Play, you alſo deceive your Adverſaries, 
which is of greater Conſequence in this Caſe ; be- 
cauſe if you had put on the loweſt of the Tierce- 
Major, or the Knave in the other Suit, your Right- 
hand Adverſary had made a Diſcovery that the Strength 


of that Suit was againſt him, and conſequently would 


have changed Suits, 5 
XVIII. Suppoſe you have Ace, Ten, and one 


ſmall Card, in any Suit; alſo the Ace, Nine, and 
one ſmall Card of any Suit, Quere, Which of theſe 


Suits ought you to lead from? Arnfaver, From the 
Suit of which you have the Ace, Nine, and one ſmall 


Card ; for this Reaſon, it being an equal Wager that 


your Partner has a better Card in that Suit than the 


laſt Player; if not, let us then ſuppoſe that your 


Right-hand Adverſary leads from the King or 
een of the Suit of ogy you have the Ace, Ten 
| C and 


ricks ; do the like, if you ſhould have the 
King, Nine, Eight, and one ſmall Trump ; or the 
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and one ſmall Card in that Caſe it is an equal Wa- 


ger that your Partner has a better Card in that Suit 


than the third Hand; if that happens to be the Caſe, 


upon the Return of the Suit, you lie Tenace, and 


conſequently ſtand a fair Chance for three Tricks in 


that Suit. e 1 
XIX. 4 Ask to demonſtrate the Tenace. 5 
Let us ſuppoſe A and B to play at Two- handed 
Whiſt, and let us ſuppoſe A to have the Ace, Queen, 
Ten, Kight, Six, and Four of Clubs, which, in caſe B 
always leads, are fix ſure Tricks. Let us ſuppoſe he has 
the ſame Hand in Spades, which, in caſe B always 


leads, are fix more ſure Tricks. We ſuppoſe B has 


the Remainder of theſe two Suits. 

Let us ſuppoſe B to have the ſame Hand in Hearts 
and Diamonds, as A has in Spades and Cluhs, and 
that 4 has the Remainder of the Hearts and Diamonds 


which, in caſe A always leads, are twelve ſure Tricks 


allo to B. 55 


The foregoing Caſe ſhews that both Hands are ex- 
actly equal; and therefore let one of them name his 


Trumps, and lead, he wins thirteen Tricks only, 

But if one names the Trumps, and the other 
leads, he that names the Trumps ought to win four— 
teen Tricks. VVV 

Thoſe who would attain to the playing of WRHIST 
to Perfection, muſt not be content only with being 
a Mafter of the Calculations contained in this Trea— 
tiſe, and alſo an exact Judge of all the general and 
particular Caſes in the ſame ; but be a very punc- 
tual Obſerver of ſuch Cards as are thrown away, 
both by his Partner and Adverſaries, and at what 
Time: Whoever attends cloſely to theſe particulars 
is the moſt likely to attain his End, 
Additiona! 
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Additional Casts. 


1 HEN it appears to you that the Adverſa- 


ries have three or four Trumps remaining, 


and that neither you nor your Partner have any, 
| never attempt to force one Hand to trump, and to 
let the other throw away a loſing Card, but rather 


endeavour to find out a Suit in your Partner's Hand 
in caſe you have no Suit in your own; by which 


| Means you prevent them from making their 'Trumps 


ſeparate. | | | 
II. Suppoſe A and B are Partners againſt C and 


D, and ſuppoſe nine Cards are played out; and 
| alſo ſuppoſe eight Trumps are played out; and 


further ſuppoſe 4 to have one Trump only, and 
ſuppoſe his Partner B to have the Ace and Queen 


of Trumps, and ſuppoſe the Adverſaries C and D 


to have the King and Knave of Trumps between 


| them, A leads his ſmall Trump, C plays the 


Knave of Trumps. Autre, Whether B is to play 
his Ace or Queen of Trumps upon the Knave ?: be. 
cauſe D having four Cards in his Hand remaining, 
and C only three, conſequently it is four to three 
in B's Favour, that the Kirg is in D's Hand : If 
we reduce the Number of four Cards in a Hand to 
three, the Odds then is 3 to 2: and if we reduce 


the Number of three Cards in a Hand to two, the 


Odds then is 2 to 1 in Favour of B's winning of 
a Trick, by putting on his Ace of "Trumps, By 
the like Rule you may play all the other Suits. 


III. Let us ſuppoſe you have the thirteenth 


Trump, and alfo the thirteenth Card of any Suit in 
your Hand, and one loſing Card; and let us ſup- 
| poſe 
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poſe you have only three Cards remaining, ee, 
Which of theſe Cards are you to play? Anſaber, You 
are to play the loſing Card, becauſe if you play the 
thirteenth Card firſt, the Adverſaries knowing you to 
have one Trump remaining, will not paſs your loſin 
Card, and therefore you play 2 to 1 againſt yourſelf, 
IV. Let us ſuppoſe that you have the Ace, King, 
and three ſmall Cards, in any Suit which has never 
been played: and let us ſuppole that it appears to 
you that your Partner has the laſt Trump remaining, 
Quere, How are you to play theſe Cards to your 
gresteſt Advantage? Arfwer, You are to lead a 
ſmall Card in that Suit, becauſe, it 1s an equal 
Wager that your Partner has a better Card in that 
Suit than the laſt Player; if ſo, and that there are 
only three Cards in that Suit in any one Hand, it 
follows that you win five Tricks in that Suit; where- 
as, if you play the Ace and King in that Suit, it is 


2 to 1 that your Partner does not hold the Queen, 
and conſequently by playing the Ace and King, it 


is 2 to 1 that you win only two Tricks in that 
Suit. This Method may be taken in caſe all the 
Trumps ate played out, provided you have good 
Cards in other Suits to bring in this Suit, and you 
may obſerve, that you reduce the Odds of 2 to 1 
againſt you to an equal Chance by this Method of 
Play, and probably gain three Tricks by it. 

V. If you chuſe to have Trumps played by the 
Adverſaries, and that your Partner has led a Suit to 
you of which you have the Ace, Knave, Ten, Nine, 
and Eight, or the King, Knave, Ten, Nine and Eight, 
you are to play the Eight of either Suit; which 
probably leads the Adverſary, if he wins that 


Card, to play Frumps. 
: Fe Is VI. Suppo{e 
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Vl. Suppoſe you ſhould have a Quart-Major in 
any Suit with one or two more of the ſame Suit, 
| and that it is neceſſary to let your Partner know 
| that you have the Command of that Suit; in that 
| Caſe throw away the Ace of that Suit upon any Suit 
| of which you have none in your Hand, to clear up 
| his Doubts, becauſe the Odds is in your Favour that 


neither of the Adverſaries have more than three in 


| that Suit: the like Method may be taken if you 
| have a Quart to a King; the Ace being played out, 
you may throw away the King ; alſo, if you ſhould 
| have a Quart to a Queen, the Ace and King being 


played out) you may throw away your Queen; all 


| which lets your Partner into the State of your 


Game; and you may play by the like Rule in all 


| inferior Sequences, having the beſt of them in your 


Hand. | | | 
VII. There is ſcarcely any thing more commonly 
practiſed amongſt moderate Players, in caſe the 


King is turned up on the Left-hand, and that they 
have the Queen and one ſmall Trump only, to play 
out their Queen, in Hopes their Partner may win 


the. King if it is put on; not conſidering that it is 


| about 2 to 1 that their Partner has not the Ace; 


and admitting he has the Ace, they do not conſider 
that they play two Honours againſt one, and con- 


ſequently weaken their Game. The Neceflity only 
of playing Trumps ſhould oblige them to play thus, 


VIII. 4 Cas E which frequently happens. 
A and J are Partners againſt C and D, and all 
the Trumps are played out except one, which C 


or D has; A has three or four winning Cards in his 


Hand of a Suit already played, with an Ace and one 


mal]! Card of another Suit: Nuere, Whether it is 4s 


beſt 


rr er 
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beſt Play to throw away one of his winning Cards, 


or the ſmall, Card to his Ace- Suit? Arnfaver, It is 
his beſt Play to- throw away one of his winning 
Cards; becauſe, if his Right-hand Adverſary plays to 


his Ace-Suit, he has it in his Power to paſs it, and 


conſequently his Partner Þ has an equal Chance to 
have a better Card in that Suit than the third Hand ; 


if ſo, and he has any forcing Card, or one of his 


Partner's Suit to play to, in order to force out the 
laſt Trump, his Ace remaining in his Hand, brings 


in his winning Cards; whereas, if 4 had thrown a- 


way the ſma]l Card to his Ace-Suit, and that his 
Right-hand. Adverſary had led that Suit, he had 
been obliged to put on his Ace, and conſequently 
had loſt ſome Tricks by this Method of Play. 

IX. Suppoſe ten Cards have been played out, and 
ſuppole it appears very probable that your Left- 
hand Adverſary has three Trumps remaining, viz, 
the beſt and two ſmall ones; and ſuppoſe you have 
two Trumps only, and that your Partner has no 
Trump; and ſuppoſe your Right-hand Adverſary 
plays a thirteenth or ſome other winning Card, 


in that Caſe paſs it, by which Means you gain 
a Trick, becauſe the Left-hand Adverſary muſt 


trump it. | 

X. In order to let your Partner into the State of 
your Game, let us ſuppoſe you to have a Quart-Ma- 
jor in Trumps (or any other four beſt Trumps) if 
you are obliged to trump a Card, win it with the 
Ace of Trumps, and then play the Knave, or win 


it with the higheſt of any other four beſt Trumps, 


and then play the loweſt, which clears up your 
Game to your Partner; and by ſuch a Dil. 
covery, it may be the means of winning many 

2; Tricks: 
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Tricks: You may practiſe the like Rule in all other 
eis! | 

XI. If your Partner calls at the Point of Eight 
efore his Time, you are tg trump to him, whether 
you are ſtrong in Trumps of Suits, or not; becauſe, 
a; he calls before he is obliged to do fo, it is a De- 
claration of his being ſtrong in Trumps. 

XII. Sappoſe your Right- hand Adverſary turns 
up the Queen of Clubs; and ſuppoſe, when he has 


the Lead, he plays the Knave of Clubs; and ſup- 


poſe you have the Ace, Ten, and one Club more, or 
tie King, Ten, and one ſmall Card; Quere, When 
he leads his Knave, whether you are 'to win it or 
not? Anſauer, You are not to win it, becauſe it is an 
equal Wager, when he leads his Knave of Clubs, 
you not having the King, that your Partner has it.; 


alſo it is an equal wager when he leads his Knave 


of Clubs, you not having the Ace, that your Part- 
ner has it, and conſequently you gain a Trick by 
paſſing it; which cannot be done, if you either put 

on your King or Ace of Clubs, "ot | 

XIII. 4 Cass for 4 Slam, Let us ſuppoſe 4 
and B Partners againſt C and D; and let us ſuppoſe 
C to deal; and let us ſuppoſe 4 to have the King, 
Knave, Nine, and Seven of Clubs, they being 
Trumps; a Quart-Major in Diamonds, a Tierce- 
Major in Hearts, and the Ace and King of Spades. 

Let us ſuppoſe B to have nine Demo two 
Spades, and two Hearts. 1 

Alſo, Let us ſuppoſe D to have the Ace, Queen, 
Ten, and Eight of Trumps, with nine Spades. 

And let C have five Trumps and eight Hearts. 

A 1s to lead a Trump, which Dis to win, and D 
to play a Spade, which his Partner C'is to trump : 
C is to lead a Trump, which Mis Partner DO is to 

| win; 
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win; when D is to lead a Spade, which C is to 
trump ; and C is to play a Trump, which D is to 
win; and D having the beſt Trump, is to play it; 
which done, D having ſeven Spades in his Hand, 
wins them, and conſequently ſlams 4 and B. 


More Additional C As Es. 


I your Partner leads the King of a Suit, and 
that you have none of that Suit, paſs it, by 
throwing away a loſing Card (unleſs your Right. 
hand Adverſary has put on the Ace) becauſe, by ſo 
doing you make Room for his Suit, | 
II. Suppoſe your Partner leads the Queen of a 
Suit, and your Right-hand Adverſary wins it with 
the Ace, and returns that Suit; in caſe you have 
none of it, do not trump it, but throw zway a loſing 
Card, which makes Room for your Partner's Suit, 
An Exception to this Manner of Play is, if you play 
for an odd Trick, and that you are very weak in 
Trumps, you may trump it. 5 
III. Suppoſe you have the Ace, King, and one 
ſmall Card of a Suit, and that your Left-hand Ad- 
verſary leads that Suit, and ſuppoſe you ſhould have 
four ſmall Trunps, ard no Suit of Conſequence 
to lead from: and ſuppoſe your Right-hand Adverſary 
ſhould put up the Nine, or any lower Card; in this 
Caſe win it with the Ace, and return the Lead upon 
the Advetſary by playing the ſmall Card of that 
Suit ; who will have Reaſon to judge that the King 
lies behind him, and conſequently will not put up 
his Queen if he has it; and therefore you have a fait 
Probability of winning a Trick by this Method of 
Play, at the ſame Time letting your Partner into the 
State of your Gaine, 7 1 
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lv. If your Partner forces you to trump a Card 
fearly in the Deal, you are to ſuppoſe him ſtrong in 
Cramps, except at the Points of 4 or q; and there- 


them. | 


V. Suppoſe you call at the Point of 8, and your 
Partner has no Honour; and ſuppoſe you ſhould 
have the King, Qeen, and Ten; the King, Knave, 
aud Ten; or the Queen, Knave, and Ten of Irumps ; 


Iwhen Trumps are played, always put on the Ten, 


Honours remaining, and ſo he plays his Game ac- 
Ecordingly, | ; IE | 

VI. Suppoſe your Right-hand Adverſary calls at 
the Point of 8, and his Partner has no Honour ; and 
ſappoſe you ſhoul4 have the King, Nine, and one 
mall Trump, or the Queen, Nine, and two ſmall 


put og the Nine, becauſe it is abou: 2 to 1 that the 


to an Advantage. 


hen you play the Ace, if your Partner plays the 
Ten or Knave, and ſuppoſe you ſhould have one ſin- 
gle Card in your Hand in any other Suit, and two or 
three ſmall Trumps only, in this Caſe lead the 
ſingle Card, in order to eſtabliſh a Saw; and this 
Conſequence attends ſuch Play, wiz, upon leading 
tha: Suit it gives your Partner an equal Chance 
of having a better Card in it than the laſt Player; 
Whereas, had he led that Suit to you, which is pro- 


fore, if you are ſtrong in Trumps, you may play 


which demonſtrates to your Partner that you have two 


Trumps; when Trumps are played by your Partner, 
len is not behind you, and fo you play your Nine 


VII. If you ſhould happen to lead a Suit of which 
you have the Ace, King, and two or three more, 


bable had been his ſtrong Suit, the Adverſaries 
would have made the Diſcoyery of yaur attempting. 
8 . ä 8 
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to eſtabliſh a Saw, they would trump out, and ſo 


prevent your making your ſmall Trumps: By thi 
Method of Play, your Partner will eafily judge the 
Reaſon for your changing of Suits, and fo play hi 
Game accordingly. RE 
VIII. Suppoſe you have the Ace and Deuce cf 
'Trumps, and ſtrong in the three other Suits ; if ycu 
are to lead, play your Ace, and next your Deuce cf 
Trumps, in order to put the Lead into your Partner“ 
Hand, to take out 2 Trumps for one; and ſuppole 
the laſt, Player wins that Trick, and that he leads a 
Suit of which you have the Ace, King, and 2 ory 
more, paſs it, becauſe it is an equal Wager that your 


Partner has a better Card in that Suit than the third 


Hand; if ſo, he will then have an Opportunity of 
taking out two Trumps to one; when the Lead 
comes into your Hand, you are to endeavour to force 
out one of the two 'I rumps remaining, upon Sup: 
Poſition a1 Trumps are played out, and the Odds 1 
fill in your Favcur that ycur Partner has 1 of the 
2 Trumps remaining, 
IX, Suppoſe 10 Cards are played out, and tba 
you have the King, Ten, and one imall Card of any 
Suit, which has never been led; and ſuppoſe yen 
have won 6 Tricks, and ſuppoſe your Partner leads 
from that Suit, and that there is neither a Trump 
or thirteenth Card in any Hand; in this Caſe, un- 
leſs your Right-hand Adverſary puts on ſo high a 


Card as obliges ycu to play your King, do not pu 


e upon the return of that Suit, you 


make your King, and conſequently the odd Trick, 
which makes 2 Difference; if there happens to be 
only 9 Cards played out, in the like Circumſtance, 
you are to play by the like Rule, This Method i 


alway! 


DD else.. 


always to be taken, -unfeſ the gaining of 2 Tricks 
gives you a Chance either to ſave your Lurch or to 
| win or ſave the Game. 


X. Suppoſe A and B Partners againft C and D, 


and let ns ſuppoſe B has the two laſt Trumps, alſo 
the Queen, Knave, and Nine of another Suit; and 


Jet us ſuppoſe A has neither the Ace, King, or Ten 


of that Suit, and A is to lead that Suit, Quere, 


What Card is B to play, to give him the faireſt 
Probability of winning a Trick in that Suit? 4y/wer, 


| 2 is to play the Nine of that Suit, becauſe it is only 
| five to four againſt him that his Left-hand Adver- 


ſary holds the Ten; and if he plays either the Queen 


or Knave, it is about three tg one the Ace or King 


is in bis Left-hand Adverſary's Hands, and con- 
ſequently he reduces the Odds of three to one a- 


gainſt him, to five to four only. 


XI. Let us vary the foregoing Cate, and put the 
King, Knave, and Nine of a Suit into B's Hand- 
upon Suppoſition that 4 has neither Ace, Queen, or 
Ten; when A leads that Suit, it is exactly equal 


| whether B plays his King, Knave, or Nine, 


XII. Suppoſe you have Ace, King, and three 
or four Call Cards of a Suit. not played, and that 
it appears to you that your Partner has the laſt 
Trump; in this Caſe, if you are to lead, play a ſmall 
Card in that Suit, it being an equal Wager that your 
Partner has a better Card in that Suit than the laſt 


| Player ; if ſo, the Provabllity 1 is in your Favour that 
vou make 5 or 6 Tricks in that Suit; but if you 


mould play out Ace and King of that Suit, it is 2 
te 1 that your Pariner has not the Queen, and conſe- 
quently 1c is 2 to 1 that you make only two Tricks 
10 chat Suit ; by which Method of HOY you * 
| the 
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| the loſing of 3 or 4 Tricks in that Deal to gain ouc 
only. | 3 

XIII. If your Partner leads a Suit of which hc 
has the Ace, Queen, Knave, and many more, and 
leads his Ace, and then plays his Queen; in calc 

you have the King, and two ſmall Cards in that Suit, 
win his Queen with the King ; and ſuppoſe you arc 
ſtrong in Trumps, by clearing the Board of Trumps, 
and having a ſmall Card of your Partner's great Suit, 
you do not obſtruct his Suit, and conſequently win 
many Tricks by this Method of Play, 3 


| New CAsES at Wis- r. 


| How to play for an odd T rick. 
CO UPPOSE you are elder Hand, and that you 
have the Ace, King, and three ſmall Trumps, 
with four ſmall Cards of another Suit, three ſmall 
Cards of the third Suit, and one ſmall Card of the 
fourth Suit: Quere, How are you to play? Anſar, 
You are to lead the ſingle Card, which, if it is won 
by the Jaſt Player, it puts him upon playing Trumps, 
or to play to your weak Suit ; in which Caſe your 
Partner and you gain the Tenace. 


The lite Caſe for an odd Trick, and that your Pariner 


; is #0 ads: 
Let us ſuppoſe he plays the Ace of the Suit, of 
which you have only one, and proceeds to play the 
King of the ſame Suit, and that your Right-hand 


Adverſary trumps ic with the Queen, Knave, or Jen, 


do not overtrump him, but throw away a ſmall Card 
of your weakeſt Suit ; the Conſequence of which 1s 
obvious, becauſe it leaves your Partner the laſt Play 

SD : 5 | | en 


Ole 


he 
and 
ale 
uit, 
are 
Ps, 
uit, 
vin 


The Ganz of WHIST. 47 


et, and ſo gives him the Tenace in your weak 


suits. s 


[The like Caſe, upon Suppoſttion you want four or fue 


Points, and that you are Elder Hand, 
In that Caſe play a ſmall Trump, and if your 


Partner has a better Trump than the laſt Player, and 


returns the Lead, put on the King of Trumps, and 

then proceed to play the Suit of which you have four 

in Number ; | 
Theſe Examples being duly attended to, on all 


| Parts of the Game, muſt be of great Conſequence to 


the Player ; becauſe when he has no good Suit to 
play, his Partner being the laſt Player gains the Te- 
nace in his weak Suits. 5 

IT. A and B are Partners againſt C and D, 12 
Trumps are played out, and 7 Cards only remain, in 
each Hand, of which A has the laſt Trump, and alſo 
the Ace, King, and 4 ſmall Cards of a Suit. 

Quere, Whether A ſhould play the Ace and King 


Jof that Suit, or a ſmall one? 


Anſwer, A ought to play a ſmall Card of that Suit, 


becauſe it is an equal Wager that his Partner has a 


better Card in that Suit than the laſt Player; and in 
this Caſe, if 4 Cards of that Suit ſhould happen to 
be in either of the Adverſaries Hands, by this Me- 
tiod of Play, he will be able to make five Tricks in 


hat Suit; which if he played off his Ace and King 


he had made only 2 Tricks in that Suit. If neither 
of the Ad verſaries have more than 3 Cards in that 
Sulr, he has an equil Wager to win 6 Tricks in 
it | 


III. Suppoſe A and B are Partners againſt C and D, 


and that eight Trumps are played out, and that 4 
| has 
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has four of thoſe Trumps remaining, C having the 


beſt Trump, and to lead. 

Quere, Whether C ought to play his Tump or 
not.? 
Anſauer, C ought not to play his Tramp to take 
out 1 of A's Trumps, becauſe, as he leaves 3 Tru my 
in 4's Hands, in caſe A's Partner has any greit 
Suit to make, by C's keeping the Trump in hi 
Hands, he can prevent him from making nt Suit 


by trumping it. 


IV. 4 Cof of curioſi. 
Bored 3 Hands of Cards, containing 3 Cards 


in each Hand: let 4 name the Trumps, and let! 


chuſe which Hand he pleaſes, A having his Choice of 
either of the other 2 Hands, wins 2 Tricks. 
Clubs are to be Trumps. 

" Firſt Hand, Ace, King, and 6 of ts. 

Second Hand, Queen and 10 of Hearts, and 19 
of Trumps. 

Third Hand, 9 of Hearts, and 2 and, g of Tumps 

The firſt Hand wins of the ſecond, | 

The ſecond wins of the third. 

And the . wins of the firſt. 


The Laws of Warr, 
OF Dealing. 


1. 78 a Card is turned up in dealing, it 1s in the 


Option of the Adverſe Party, to call a new 
Deal; but if either of them have been the Cauſe of 


turning up ſuch Card, in that Caſe the Dealer has 
his Option. 


1. 8 
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| attends ſuch a Law, that the 
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II. If a Card is faced in the Deal, they muſt deal 


again, unleſs it 1s the laſt Card. | | 
III. Every Perſon ought to ſee that he has 13 
Cards dealt ; therefore, if any one ſhould * to 
have only 12, and does not find it out till ſeveral 
Tricks are played, and that the reſt of the Players 
have their right Number, the Deal ſtands good; 
and alſo the Perſon who plays with 12 Cards, is to 


be puniſhed for each Revoke, in caſe he has made any: 


but if any of the reſt of the Players ſhould happen to 


| have 14 Cards, in that Caſe the Deal is loſt, 


IV. The Dealer ought to leave in View upon the 
Table his Trump Card, till it is his Turn to play 
and after he has mixed it with his other Cards, No- 
body is entitled to demand what Card is turned 
up, but may aſk what is 9 8 This Conſequence 

X ealer cannot name a 
wrong Card, which otherwiſe he might have 
„ __ | 

V. None of the Players ought to take up or look 
at their Cards, while any Perſon is dealing ; and 
if the Dealer ſhould happen to miſs Deal, in that Caſe 
he ſhall deal again, unleſs it ariſes from his Part- 
ner's Fault, and if a Card is turned up in dealing, 
no new Deal ſhall be called unleſs the Partner has 
been the Cauſe of it, | : 

VI. A deals, and inſtead of turning up the Trump, 


he puts the Trump Card upon the reſt of his Cards, 


with the face downwards; he is to loſe his Deal. 


Of playing out of Turn, 
VII. If any Perſon plays out of his Turn, it is ia 


te Option of either of his Adverſaries to call the 


* Card 
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Card played, at any Time in that Deal, provided it 


does not make him revoke; or if either of the ad- 
verſe Parties is to lead, he may deſire his Partner 


to name the Suit he chuſes to have him lead; and 
when a Suit is then na med, his Partner muſt play it 


if he has it. | 1 | 
VIII. AandB are Partners againſt C and D; 4 
lays the Ten of a Suit, the Adverſary C plays the 
nave of the ſame Suit, B plays a ſmall Card of the 
fame Suit; but before D plays, his Partner C leads 
a thirteenth or ſome other Card ; the Penalty ſhall 


be in the Option of A, or B, to oblige O to win the 
Trick if he can. = | 
IX. A and B are Partners againſt Cand D; 4 


leads a Club, his Partner F plays before the Adver- 


fary C; in this Caſe D has a right to play before 


his Partner C, becauſe B played out of his Turn. 

X. If the Ace, or any other Card of a Suit is led, 
and jt ſhould ſo happen that the laſt Player plays out 
ofs Turn, whether his Partner has any of the Suit 
led or not, provided you do not make him revoke, 
he is neither entitled to trump it, nor to win the 
Trick, — 


Of Rewoling. SP 


XI. If a Revoke happens to be made, the Ad- 
verſaries may add g to their Scores, or take 3 Tricks 
from the Revoking Party, or to take down 3 from 
their Score; and the revoking Party, provided they 
are up, notwithſtanding the Penalty, muſt remain at 
nine: the Revoke takes Place of any other Score of 
the Tame. A 


XII. If 


E Laws of WHIST. 31 


XII. If any Perſon revokes, and before the Cards 
are turned diſcovers it, the adverſe Party may call 
the higheſt or loweſt Card of the Suit led, or have 
their Option to call the Card then played, at any 
Time when it does not cauſe a Revoke. Ly | 

XIII. No Revoke to be claimed till the Trick 1s 
turned and quitted, or the. Party who revoked, or 
his Partner, have played again. 

XIV. If any Perſon claims a Revoke, the adverſe 
Party are not to mix their Cards, upon Forfeiture 
of the Revoke, C | 

XV. No Revoke can be claimed after the Cards 
are cut for a new Deal. 2 | 


Of calling Honours. 


XVI. If any Perſon calls at any Point of the 
Game, except 8, either of the adverſe Parties may 
calla new Deal; and they are at Liberty to conſult 
each other, whether they will have a new Deal. 

XVII. After the Trump Card is turned up, no 
[Perſon muſt remind his Partner to call, on Penalty of 
loſing a Point. a 
X VIII. If the Trump Card is turned up, no Ho- 
ours in the preceding Deal can be ſet up, unleſs 
tiey were before claimed. | 
XIX. If any Perſon calls at the Point of 8, and 
lis Partner anſwers, and both the oppoſite Parties 
nave thrown down their Cards, and it appears that 
be other Side had not two by Honours; in this 
Lale they may conſult with one another about it, 
nd are at Liberty to ſtand the Deal or not. 5 
XX. And if any Perſon anſwers when he has not 
uv Honour, the adverſe Party may conſult one ano- 
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| | | ther about it, and are at Li berty to ſtand the Deal or 
1 not. | | . 
1 XXI. If any Perſon calls at 8, after he has played, 
| it ſhall be in the Option of the Adverſaries to call a 
new Deal. N e 5 


Of ſeparating and fhewing the Cards, 


XXII. If any Perſon ſeparates a Card from the 
reſt, the adverſe Party may call it, provided he 
names it, and proves the Separation ; but in caſe he 
calls a wrong Card, heor his Partner are liable for 
=o once to have the higheſt or loweſt Card called in 
T any Suit led during the Deal, 7 | 
4 XXIII. If any Parſon throws his Cards upon the 
or Table, with their Faces upwards, upon Suppoſition 

| 2 that he has loſt the Game. the Adverfaries have it 
1 in their Power to call any of the Cards when they 
itt think proper, prgvidedythey do not make the Party WM 
| revoke, and he is nt to take up his Cards again. T 
XXIV. If any Perſon is ſure of winning every 

Trick in his Hand, he may ſhew his Cards upon the il „, 


Ro rare n 


| Table; but he is then liable to have all his Cards ol 
| n 15 | 
| | ES Of omitting to play to a Trick, 4 
55 XXV. A and B are Partners againſt C and Di 
| A leads a Club, C plays the Ace of Clubs, B plays 
| a Club, and D, Partner to C, takes up the Trick 
i without play ing any Card; A, and the reſt of tit | 
| Players, play on, till it appears D has one Car | 
= more than the reſt : Penalty to be in the Option 0 : 
the Adverſaries to call a new Deal. or! 
e BF, |  Refpedim 
| 
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Reſpecting who played any farticular Card. | 


XXVI. Each Perſon in playing, ought to lay 
his Card before him; after he has done fo, if either 
| of the adverſe Parties mix their Cards with his, his 
Partner is entitled to demand each Perfon to-lay 
his Card before him; but not to enquire who play- 
ed any particular Card, e 1 SEN. 


| A DICTIONARY for WHIST, which reſelver 
almeft all the critical Cafes that may happen at that 
GAME; by Way of Queſtion and Anſwer, : 


in 1. H O W to play Trumps to the greateſt Ad- 
= vantage ? Peruſe the Treatiſe of Whiſk, 


the BE Caſe 11, Page 6, and all the following Caſes under 
1 that and the next Head. 

1 2. How to play Sequences when Trumps? _ 
wy Anſwer. You are to begin with the higheſt of them. 
0 3. How to play Sequences when they are not 
; Trumps ? 104 | V5 | 
1 Anſæu. If you have 5 in Number, you are to begin 
bs with the loweſt ; if 3 or 4 in Number, always 


play the higheſt. | 

4. Why do yau prefer playing of Sequences ra- 
ther than other Suits. | 

Anſ, Becauſe they are the ſafeſt Lead, and gain 
the Tenace in other Suits, 2 9 
5. When ought you to make Tricks early ? 

Anſ. When you are weak in Trumps. 

6. When ought you not to make Tricks early? 
An. When you are ſtrong in Trumps. 

7. When do you play from an Ace- Suit? 
Au. You do io when you have 3 in Number 
Div in any Suit (Trumps excepted, ) 


8. When 
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8. When don't you play from an Ace-Suit ? 
Anſ. You ought not to lead from an Ace-Suit, 
aving four or more in Number in any other Suit, 
becauſe the Ace is an Aſſiſtant to your great Suit, 
and when Trumps are played out, enables you to 
make that Suit. 
9. When any Card of Conſequence is turned uy 
on your Right or Left Hand, how are you to play 
in that Caſe? See Caſe 1, Page 22, and Calc 1, 
Page 27. 5 
10. Why are you always to play your Hand by 
ovr own and Adverſaries Scores? 2 
Anſ. Caſe 6, Page 5. See References in this 
Caſe. 
11. How to know when ycur Partner has n 
more of the Suit played? Caſes 1, 2, g, Page 14. 
12. Reaſons for putting on at Second-hand the 
King, Queen, Knave, Ten, and when not? Cale; 
% , 9, Fege 22 Cs | | 
13. Why are you to play the Queen, Knare 
or 'Ten of any Suit, when that Suit is played a 


fecond Time, having three in Number only ? Caſe 


4, Page 29, 7 
14. When ought you to over-trump your Ad- 


verſary, and when not? 8 
Anſ. When you are weak in Trumps you ought 
to over-trump him; but if ſtrong in Trumps, you 
ought to throw away a loſing Card. | | 
15 Reaſons for not parting with the Command of 
your Adverſary's ſtrong Suit, Caſe 1, Page 28. 
16. If your Adverſary on your Right-hand leads 
a Suit of which you have the Ace, King, and Queen, 
why are you to put on the Ace, preferable to the 


Queen? by As 


wet et 
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Auf, Becauſe it deceives the Adverſary, which, 
in this Caſe, is of more Conſequence to you 
than to deceive your Partner, © 4 

17. To declare your ſtrong Suit, when proper to 
be done, and when not? ” 

Auſ. When you have only one ſtrong Suit, and 
you trump out to make that Suit, in that Caſe you 
ought to declare it; but if you are ſtrong in all Suit, 


there is no Neceſſity of declaring your ſtrongeſt Suit. 


18. The Ace turned up on your Right-hand, and 
that you have the Ten and Nine only of Trumps, 
why do you play the Ten? Caſe 1, Page 24. 

19. Why do you play from a King-Suit prefer- 
_ 7 a Queen Suit, having the like Number of 
each? 45 | 

Anſ. Becauſe it is 2 to 1 that the Ace does not lie 
in your Left- Hand Adverſary's Hands, and it is 5 to 
4, if you lead from a Queen-Suit, that the Ace or 
King lies in his Hands, and that you loſe your Queen 
and ſo play to a Diſadvantage, 

20, Why do you play from a Queen-Suit prefer- 
able to a Knave Suit? — ELD 

Anſwered, Caſe 19. SEN | 

21, When you have the four beſt Cards of any 
Suit, why do you throw away the beſt ? 

Anſ. To let your Partner into the State of your 
Game. | ; 5 „ | 

22. Your Partner's ſtrong Suit, how are you to 


make the moſt of it? | 


At Pages 15, 16, 17, are fix Examples to demon- 
ſtrate it. =: EIS 
23. The Queen turned up on your Right-hand, 
you have the Ace, Ten, and one Trump, or the 
King, Ten, and one Trump; if the Right-hand 
54 Ad verſary 
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3 plays the Knave, Quere, how are you to 
Anſ. You are to paſs it, by which you have an 
equal Wager of gaining a Trick, and cannot loſe 
by ſo doing. 3 en. 
24. Four Cards are played out, and Fruraps are 


have any h:gher Trump than the 8, yet he has three 
Trumps ; when he plays his third Trump, the next 


in the Adverſary's Hand, you having the Ace and 

Queen of Trumps : . | 
Quere. Whether are you to play the Ace or 

Queen? x 


in your Favour, by playing the Ace, that the King 
falls: The like Method may be taken in other Suits 
upon the like⸗ Occaſions, - > 


EXAMPLE, 


Let us ſuppoſe that you have only 2 Cards re- 
maining in your Hands of any Suit, wiz, the Queen 
and Ten ; and let us ſuppoſe the Knave and Nine 
of the ſame Suit are in your Adverſary's Hands, 
when your Partner leads that Suit, your Right-hand 
Adverſary plays the Nine, and has one Card only 
remaining : 8 8 

Auers. Whether you ought to play your Queen 
or Ten? | On ny 
Ai. You ought to*play your Queen, becauſe 


Knave» 


gone round twice, your Partner not appearing to 


Hand puts on the Knave, there being the King only 


Anſ. You are to play the Ace, becauſe it is 5 to 
8 that the laſt Player has the King; and if you re- 
duce the Cards to 2 in Number, it then is 2 tor 


It is 2 tor that your Left-hand Adverſary bas the 
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EKnave. And in all Caſes of the like Nature you 
1 ought to play by this Rule. 8 1 
I would know what is the Odds that the Dealer at 
| Whiſt holds four Trumps or more ? | 

* Anſ. That he holds four Trumps or more, is 232 
to 165, or about a Guinea to 148. 11d. and almoſt a 


PFarthing. 


| An Explanation of the Terms, or TECHNICAL 
|  ___ Worps iz this Treatiſe, 


INESSING, means the endeavouring to gain 
| In an Advantage by Art and Skill, which confiſts 
in this: When a Card is led, and you have the beft 
| and third beſt Card of that Suit, you judge it beſt to 
put your third beſt Card upon that Lead; and run 

the Riſque of your Adverſary's having the ſecond beſt 
of it; that if he has it not, which is 2 to 1 againſt 
him, you are then ſure of gaining a Trick, J 
{| FORCING, means the obliging your Partner or 

your Adverſary to trump a Suit, of which he has 
none, The Caſes mentioned in this Treatiſe will 
ſhew when it is proper to force either of them. 
# LONG TRUMP, means the having one or more 
| Trumps in your Hand, when all the reſt are out. 

LOOSE CARD, meansa Card in a Hand that 
is of no Value, and conſequently the propereſt to 
throw away. | | | 

POINTS, Ten of them make a Gamez as many 
as are gained by Tricks or Honours, ſo many Points 
are ſet up to the Score of the Game, „ 

QUART, in general, is a Sequence of any four 
Cards immediately following one another in the ſame 
uit. Quari. Major is therefore a Sequence of Ace, 
Ting, Queen, and Knave, in any Suit. 
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QUINT, in general, is a Sequence of any five Cards 
immediately following one another in the ſame Suit, 
Nu int. Major is therefore a Sequence of Ace, King, 

ueen, Knave, and Ten, in any Suit, 

REVERSE, means only the playing your Hand 
in a different Manner; that is to ſay, if you are 


ſtrong in Trumps, you play one Way; but if weak 


in Trumps, you play the Rever/s, wiz. another, 
SEE-SAW, 1s when each Partner trumps a Suit, 
and they play thoſe Suits to one another to trump. 
SCORE, 1s the Number of Points ſer up, ten of 
which make a Game, | 
SLAM, is when either Party win every Trick. 
TENACE, is having the firſt and third beſt 
Cards, and being the laſt Player, and conſequently 
you catch the Adverſary when that Suit is played: 
As, for inſtance, in caſe you have Ace and Queen 
of any Suit, and that your Ad verſary leads that Suit, 
vou muſt win thoſe two Tricks; and ſo of any 
other Tenace in inferior Cards, > > 
TERCE, is a Sequence of any three Cards im= 
mediately following one another in the ſame Suit. 
Terce Mayor is therefore a Sequence of Ace, King, 
and Queen, in any Suit. | 


An ARTIFICIAL Mrmory, for thiſe "who play at 
the Game of W a1sT. | 


. LACE, of every Suit in your Hand, the 
worſt of it to the Left-hand and the belt 
(in Order) to the Right; and the Trumps in the like 
Order, always to the Left of all the other Suits, 
II. If in the Courſe of Play ycu find you have 
the beſt Card remaining in any Suit, put the ſame 


Y III. And 


to the Left of your Trumps. 


| 
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III. And if you find you have the ſecond beſt 
Card of any Suit to remember, place it on the Right 
of your Trumps. 78 Pr Ae 

IV. And if you have the third beſt Card of any 
Suit to remember, place a ſmall Card of that Suit 
between the Trumps and that third beſt, to the 
Right of the Trumps | 

V. To remember your Partner's firſt Lead, place 
a ſmall Card of that Suit led in the midſt of your 
Trumps, and if you have but one Trump, on the 
Left of it. is WE p: 

VI. When you deal, put the Trump turned up ta 
the Right of all your Trumps, and part with it as 
late as you can, that your Partner may know you 
have that Trump left, and ſo play accordingly, 


VII. To find where or in what Suit your Adver- 
EZ faties revoke, | 


Suppoſe the two Suits on your Right Hand to re- 
preſent your Adverſaries in the Order they fit, as 
to your Right and Left Hand, | | 

When you ſuſpect either of them to have made a 
Revoke in any Suit, clap a ſmall Card of that Suit 
amongſt the Cards repreſenting that Adverſary, by 
which means you record not only that there may 
have been a Revoke, but alſo which of them made it, 
and in what Suit. E: | | | 

If the Suit that repreſents the Adverſary that made 
the Revoke, happens to be the Suit he revoked in, 
change that Suit for another, and, as above, put a 
{mall Card of the Suit revoked in, in the Middle of 
that exchanged Suit, and if you have not a Card of 
that Suit, reverſe a Card of any Suit you have- 
except Diamonds) and place it there. 
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VIII. As you have a Way to remember your 
Partner's firſt Lead, you may alſo record in what 
Suit either of your Adverſaries made their firſt Lead, 
by putting the Suit in which they made that Lead, 
in the place which in your Hand repreſents that Ad- 


verſary, at either your Right or Left Hand; and if 
other Suits were already placed to repreſent them, 


then ene them for the Suits in which each of 
them makes his firſt Lead, | 


The foregoing Method is to be taken when you find 


i more neceſſary to record your Adverſary's firſt 
Lead, than to endeavour to find out a Revoke, 


CaLcuLaTIONs, which direct auith moral Certain. 


tj how to play well any Hand, by ſhewing the Chan- 
ces of your Partner's having 1, 2, or 3 certain Cards, 


H Read with Attention thoſe marked N. B. 
| For Exa ur Lx. 


Would know what is the Chance of his having 
1 one certain Card? 4 | 


| againſt for 
That be has it not is, M. B. £3 1 ito 1 


II. Iwould know what is the Chance of his having 


two certain Cards ? | 


againſt for 
| | | Anſwer. him. him. 
That he has one of them only, is, 31 to 26 
That he has not both of them, 17 2 


But that he has one or both, is about | ; 4 


III. I would alſo know what are the Chances of 


That 


his having g certain Cards? 


Ef 
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for againſt 
; Anſwer. him, bim- 
That he holds one of them only, is 

2323 for him to 378 againſt him, 

or about 

That he has not 2 of them only, is 

156 for him to 547 againſt , 

or about 

That he has not all 3 of them, is 

22 for him to 681 againſt 1 

or about 


But that he has 1 or 2 of 3 is 
481 for him to 222 againſt tim, þ 13 
or about 
And that he has 1, 2, or all 3 of 
| them, is about N. B. 1 5 


45 Explanation and Application of the Calculations 
neceſſary to be ons by * rohe read this 
Treatiſe, 


Firſt Ca LEULATION, 


'T is 2 to 1 that my Partner has not one certain 


Card, 
| To apply this Calculation, Jet us ſuppoſe the 
| Right-hand Adverſary leads a Suit, of which you 
have the King and one ſmall Card only; you may 
obſerve that it is 2 to 1, by putting on your King, 
that the Left-hand Adverſary cannot win it. 
Again, Let us ſuppoſe that you have the King 
and three ſmall Cards of any Suit, likewiſe the 
Queen and three ſmal! Cards of any Suit, I would 
know which 1s the beſt Suit to lead from? Anſaver, 
from the King, Becauſe it is 2 to 1 that the Ace 
| does 


2 
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does not lie behind you ; but it is 5 to 4 that the 
Ace or King of any Suit lies behind you, and con- 


ſequently, by leading from your Queen Suit, you 


play toa Diſadvantage. 

2d CALcuLATIORN. It is 5 to 4, at leaſt, that 
your Partner has one Card out of any 2 certain 
Cards; the like Odds is in Favour of your Right- 
hand and Lefrt-hand Adverſaries : Therefore, ſup— 
poſe you have 2 Honours in any Suit, and knowing 
itis5 to 4 that your Partner holds one of the other 
2 Honours, you do by this knowledge play your 
Game to a greater Degree of Certainty. 

Again, Let us ſuppoſe that you have the Queen 
and 1 ſmall Card in any Suit only, and that your 
Right-hand Adverſary leads that Suit, if you put 
on your Queen, it is 5 to 4 that your Left-hand Ad- 
verſary can win it, and therefore you play 5 to 4 

to your Diladvantage. _ | 5 

3d CaLcULATION. It is gr to 2 that your Part. 
ner has 1 Card out of any 3 certain Cards. 

I berefore, ſuppoſe you have the Knave and 1 
ſmall Card dealt you, and that your Right-hand 
Adverſary leads from that Suit, if you put on the 
Knave, it 's 510 2 that your Left-hand Adverſary 
has either Ace, King, or Queen of the Suit led, 
and therefore you play 5 to 2 againſt yourſelf ; be- 
fides, there is a further Conſideration, by making a 
Diſcovery to your Fight hand Adverſary, he fineſſes 
upon your Partrer throughout that whole Suit, 

And, in order to explain the Neceſſity there is of 
putting on the loweſt of Sequences in all the Suits 
led, letus ſuppoſe that your Adverſary led a Suit of 
which you have the King, Queen, and Knave, or 
Queen, Knave, and Ten ; by putting on your Knave 


of 
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of the Suit of which you have the King, Queen, and 
Knave, it gives your Partner an Opportunity of 


| calculating the Odds for and againſt him in that 


Suit, and alſo in all inferior Suits of which you have 
Sequences. © | | | 

A farther Uſe to be made of the foregoing Cal- 
culation : Let us ſuppoſe, that you have the Ace, 
King, and 2 ſmall Trumps, with a. Quint-Major 
or 5 other winning Cards in your Hand in any 


Suit, and that you have played Trumps two Rounds, 


and that each Perſon followed Trumps ; in this Caſe 
there are 8 Trumps out, and 2 Trumps remaining 
in your Hand, which make 10, and g 'Trumps 
which are divided between the remaining 3 Players, 
of which g Trumps, the Odds is five to 2 in your 
Favour. that your Partner has 1; and therefore, out 
of 7 Cards in your Hand, you are entitled to win 


| 5 Tricks. | | 


Some COoMPUTAT1ONs for laying Magers. 


With the Deal. 


The Dili! wo is 21 to 20 
1 Love —— — 11 10 
5 e — 3 2 
> . 8 1 
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With the Deal. 


6to 5 — — is 5 to 4 
E N 3 
3 5 | — — 5 2 
9 5 is about — 2 I 
With the Deal, 
to 6 — — 154 to 3 
3 6 „ — 2 1 
96 is about — ag ES 
| With the Deal. | 
8 to 7 18 above - 3 to 2 
9 to 7 is about — 1 


8 to 9 upon the beſt Computation made at pre- 


| ſent, is about 3 and a half in the Hundred, in Fa- 


vour of 8 with the Deal; againſt the Deal, the 
Odds are ſtill, though ſmall, in Favour of 8, 


Cee for the Whole Rubber. 


UPPOSE A and B are at Play, and thit A is 
1 Game, and 8 Love of the ſecond Game, 
with the Deal. | 5 
Quere. What are the Odds throughout the Whole 
Rubber ? | 
Game Love ande Love of the ſecond Game 


(opon Suppoſition of g Love with the Deal) being 


nearly 6 to 13 
Firt Game and g Love of the 0 
ſecond Game is nearly þ13 "x 


Firſt 
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ſecond Gameis a little more 


Firſt Game and 8 Love of ve} 
13 


| than the former 
Firſt Game and 7 Love of the 

ſecond is nearly 

Ditto and 6 Love of the ſecond 

— 36 nearly 

Ditto and 3 Love of the ſecond 
is nearly 

Firſt Game and 4 Love of the 
ſecond is nearly 

Ditto and 3 Love of the ſecond 


is nearly 


Ditto and 2 Love of the ſecond 


is nearly 
Ditto and 1 Love of the ſecond 
is nearly 


52 


to 

to 

8 tO 
0 
to 

42 (0 
to 
a... 


2 


The above Calculations are 3.2 with the Deal, 


Againſt the Deal. 


UPPOSZ A and B are at Play, and that 4 i. 
Game, and any Number of Points in the ſe. 


cond Deal: 

Firſt Game and 9 Love of the 
ſecond is nearly 

Ditto and 8 Love of the ſecond” 
Game (is a little more) 

Ditto and 7 Love of the ſecond | 

Game is 

Ditto and 6 Love of the ſecond 

Game is 

Ditto and ; Love of the ſecond 
Game is | 


11 


1 


tio 
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Ditto and 4 Love of the ſecond 


* 
Game is 42 6 18 

Ditto and g Love of the ſecond 3 
Game is 5 

Ditto and 2 Love of * ſecond 8 
Game is 


Firit Game and 1 Love of the 63 
f L to 2 
ſecond is nearly 7 


The Uſe which is to be made of the foregoing 
Calculations, may be made by dividing the Stake, 
according to the Tables herewith ſet down, 


. Mr. PAYNE's . for WHIST, 
LEADER. 


> EGIN with the Suit of which you have 
moſt in Number. For when the Trumps are 
cut, you will probably make ſeveral T ricks in it. 
2, If you hold equal Numbers in different Suits, 
begin with the ſtrongeſt, Becauſe it is the leaſt liable 
to injure your Partner, | 


3. Sequences are always eligible Leads. Becauſe 


they ſupport your Partner's Hard, without injuring 


your 0Uns 
4. Lead from a King or Queen, rather than from 
an Ace. For ſince the Adverſaries will lead from thoſe 
Suits which you do not, our Ace æuill do them moſt 
Harm. | 
5. Lead from a King rather ches from a Queen, 


and from a Queen rather than a Knave. For the 


fr onger the Suit, the l 7 ts your Partner endangered. 
6, Lead 
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6. Lead not from Ace Queen, or Ace Knare, 
till it becomes neceſſary. For if that Smit is lid 
by the Adwerſaries, you have a good Chance of mak. 
ing two Tricks in it, PLS 

7. In all Sequences to a Queen, Knave, or Ten, 
begin with the higheſt. Becauſe it will frequently 
&iftreſs your Lefi-hand Adwerſary. 

8, Having Ace, King, and Knave, lead the 
King. For if flrong in Trumps, you may wait the 
Return of that Suit, and fineſſe the Knavwe, _ 

9. Having Ace, King, and one ſmall Card, lead 
the {mall one. For by this Lead your Partner has a 
Chance to make the Knaur. 5 | 

10, Having Ace, King, and two or three ſmall 
Cards, play Ace and King if weak in Trumps, but 
a ſmall Card if ſtrong in them. For avhen ſtrong in 
Trumps you may giue yeur Partner the Chance of mai- 
ing the firfl Trick. | | | | 
11, Having King, Queen, and one ſmall Card, 
play the ſmall one. Fer your Partner has an equal 
Chance to win the Trick ; and you need not fear (0 
make King or Quceu. 8 

12. Having King, Queen, and two or three 
ſmall Cards, lead a {mall Card if firong in Trumps, 
and the King, if weak in them. For Strength in 
Trumps fat you 10 play a backward Game, and 10 
give your Partner the Chance of winning the ff 
Trick; but if weak in Trumps, it is neciſſary to jt- 
cure a Trick in that Suit, by leading the King er 

ueen, 

_— 3. Having an Ace with four ſmall Cards, and 
no other good Suit; play a ſmal} Card if ſtrong in 
Trumps, and the Ace if weak. For Strength in 
q rumps may enable you to make one or two of the. 2 

f | Caras, 


* . 
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| Cards, although your Partner ſhould not be able to ſup- 
Fort the Lead, | 1 25 
E 14. Having King, Knave, and Ten, lead the 
Ten. For if your Partner holds the Ace, you have 4 
good Chance of making three Tricks, whether he paſſes 
| the Tenor not. | 8 
15. Having King, Queen, and Ten, lead the 
King. For if it falls upon the Return of that Suit 
from your Partner, by putting on the Ten you have a 
Chance of making two Tricks, 


| Queen, For upon the Return of that Suit from your 
| Partner, by putting on the Nine you will probably make 
the Knave, | 


SECOND HAND. 


1. Having Ace, King, and ſmall ones, play a 
ſmall Card if ſtrong in "Trumps, but the King if 
weak in them. For otherwiſe your Ace or King 
niglit be trumped in the latter Caſe, and no Hazards 
Hould be run with few Trumps but in critical 
. Cajes, | 


aol probably make two Tricks. | | | 

3. Having Ace, Knave, and ſmall Cards, play a 
ſmall one. For upon the Return of that Suit you 
will probably make two Tricks, 


Chance of making two Tricks in the Suit. 
5. Having 
play the Queen. For by playing the Ten upon the Re- 


16, Having Queen, Knave, and Nine, lead the 


2. Having Ace, Queen, and {mall Cards, play | 
a ſmall one. For upon the Return of that Suit you' 


4. Having Ace, Ten, or Nine, with ſmall Cards, 
play a ſmall one. For by thi: Method you have 4 


King, Queen, Ten, and ſmall Cards 


FYurn 
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turn of the Suit, you will probably make tao Trick, 
in it. 3 2 

6. Having King, Queen, and ſmall Cards, play 
a ſmall Card if ſtrong in Trumps, but the Queen 
if weak in them, For Strength in Trumps warrants 


playing a backward Game, and it is always advanta- 


geons to heep back your Adverfaries Suit, 

7. If you hold a Sequence to your higheſt Card 
in the Suit, play the loweſt of it, For by this mean; 
your Partner is informed of your Strength in that Suit. 

8. Having Queen, Knave, and ſmall ones, play 


the Knave. Becauſe you will in great Probability je 


cure a Trick in that Suit, | 
9. Having Queen, Ten, and ſmall ones, play a 
ſmall one. For your Partner has an equal Chanee ts 


 avin the Trick. 


10. Having either Ace, King, Queen, or Knave 
with ſmall Cards, play a ſmall one. Vor your Part- 
ner has an equal Chance to win the T rick. 

11. Having either Ace, King, Queen, or Knave 
with one ſmall Card only, play the ſmall one. For 


' otheraviſe the Adverſary will fine upon you in that 


S Utes 


put it on. For if your Partner holds the Ace, you do 
no Harm; and if the King is taken, the Adverſaries 
have played two Honours to one, | 

13. If a Knave 1s led, and you hold the Queen, 
put it on. For at the wworfl you bring down two 
Honours for one. | . - 

14. If a King is led, and you hold Ace, Knave, 
and ſmall ones, play the Ace. For it cannot do the 
Adver/aries a greater Injury, We: 


12. If a Queen is led, and you hold the King, 


THIRD 
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THIRD HAND. 


| +1, Having Ace and King, play the Ace, and 
return the King. Becauſe you are not to keep the Com- 
E mand of your Partner's frrong Suit, | 
| 2, Having Ace and Queen, play the Ace, and 
return the Queen. For although it may prove better 
f in ſome Ca ſos to put on the Queen, yet in general yoar 
Partner is beſt ſupported by the Method above. 
g. Having Ace and Knave, play the Ace, and 
return the Knave. The Knave is returned in order to 
firengthen your Partner's Hand, . 
1. Having King and Knave, play the King; and 
lifit wins return the Knave. Becauſe it will flrength- 
en your Partner's Hand, | es 
5. Always put on the beſt when your Partner 
leads a ſmall Card, Becauſe it bJt ſupports your 
| Partner's Hand. 
| 6, If you hold the Ace and one ſmall Card only, 
and your Partner leads the King; put on the Ace 
and return the ſmall one. For otheraviſe your Ace will 
be an Obſlruftion to his Suit. | 

7. If you hold the King and one ſmall Card only, 
and your Partner leads the Ace; if the Trumps are 
out it is good play to put on the King. For by put- 
ling on the King, there is no Obſtruction to the Suit, 


FOURTH HAND, 


!, If a King is led, and you hold Ace, Knave 
ad a ſmall Card, play the ſmall one. For ſuppoſ 
nz the Qucen to fallow, you will probably make: bath 
ice and Knavwe, 5 | 

8 2. When 


| 
| 
| 
|| 
' 
| 
| 
| 
| 
| 
| 
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2. When the third Hand is weak in his Pan. 
ner's Lead, you may often return that Suit to prext 
Advantage. Hut this Rule muſt not be applied tt 
Trumfs, unleſs you are very ſtrong indeed, 


Cass in which you ſhould return your Partner“ 
Lead immediately, 


1. When you win with the Ace, and can returi 
an Honour. For then it will greatly ftrengiben vii 
Hand. | . 

2. When he leads a Trump. Ur which Caſe n. 
turn the beſt remaining in your Hand (unleſs you hull 
four originally) an Exception to this ariſes if the Lead 
is through an Honour. | 9 

3. When your Partner has trumped out. I" 


then it is evident he avants to make his great Suit. 


4. When you have no good Card in any other 
Suit. For then you are intirely dependant on yuut 
Partner, 5 5 


Casts in which you ſhould not return your Part 


ner's Lead immediately, 


1. If you win with the King, Queen or Knave, 


and have only ſmall Cards remaining. For 10 
Return of a ſmall Card will more diftreſs than ferengih- 


en your Partner. | 


2, If you hold a good Sequence. For then ji. 
may ſhew a ſtrong Suit, and not injure his Hand, 
& 3. If you have a ſtrong Su it. Breauſe leading ji" 
a ſtrong Suit is a Direction to your Partner, aud Ctr 


not injure bins 
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4. If you have a good Hand. For in this Caſe 
an have a Right to conſult your own Hand, and not 
your Partner's. | | ä 
. If you hold five Trumps. For then you are 
warranted to play Trumps if you think it rights | 


Of LEADING TRUMPS, 


1. Lead 'Trumps from a firong Hand, but 
never from a weak one. By which means you will 
ſecure jour good Cards from being truinpel. 

2, Trump not out with a bad Hand, although 
you hold five ſmall Trumps. For fince your Cards 
cal WW are bad, it is only trumping for the Adverſarics 

ood ones, 5 | 
wi 77 Having Ace, King, Knave, and three ſmall 
Trumps, play Ace and King. For the Probability 
her Wil of the Queens falling is in your Favour, 7 
your 4. Having Ace, King, Knave, and one or two 
| ſmall Trumps, play the King ; and wait the Re- 
tura from your Partner to put on the Knave. 
ar- This Method is in order to awin the Queen, but if you 
bave particular Reaſons to wiſh the Trumps out, play 
two Rounds of Trumps, and then your flrong Suit. 
ave, 5. Having Ace, King, and two or three ſmall 
% Trumps, lead a ſmall one. This Method is with a 
5. eu 10 let your Partner win the firſt Trick ; but if 
wu have goed Reaſon for getting cut the Trumps, play 
% ee Rounds, or play Ace and King, and thin proceed 

| with your ftrong Suit. . 
from 6. If your Adverſaries are eight, and you hold 
ch. o Honour, throw off your beſt Trump. For if 
yur Partner has not taro Honmrs you have lſt tue 

1 poke Rene | : Game, 


your Partner a Chance to win the Trick, and keep 


| lead the Knave. Becauſe it will prevent the Adver- 


Night hand; the Odds againſt which is about three" 


hi gheſt. By this Play you wwill ſupport your Partner al 
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Game, and if he hols tao Honcurs it is moſt advanta. 
geous for you to lead a Trump. 
7. Having Ace, Queen, Knave, and ſmall 
Trumps, play the Knave. For by this Means on!) 
the King can make againſt you. 

8, Having Ace, Queen, Ten, and one or two 
ſmall Trumps, lead a ſmall one. For  avill giv 


the Command in your own Hard. | 
9. Having King, Queen, Ten, and ſmall Trumps, 

lead the King. For if the King is Lt, upon the Re. or 

ture of T rumps you may fineſſe the Ten. | | Tit 
10. Having King, Knave, Ten, and ſmall ones, MF 


aries from making a ſmall Trump. 
A "ah Having 8 Weng Nine, and ſmall WW anc 
Trumps, lead the Queen. For if. your Partner hold; Wt thr 
the Ace, you have a good Chance of making the whot Wt ©; 
Suit | | | 
12. Having Queen, Knave, and two or three 2 
ſmall Trumps, lead the Queen. For i your Parti- bu 
ner holds the Ace, you have a good Chance for making Wh **/ 
the auboſe Suit, 3 
13. Having Knave, Ten, Eight, and mall 
Trumps, lead the Knave, For on the Return if 
Trumps, you probably may fineſſe the Eight to Aavan- 
tage. | ä | 
A Having Knave, Ten, and three ſmall Trumps, 
lead the Knave. Becauſe it will nat diſtreſs yur 
Adwerſaries, unleſs two Honours are held on yu 


One. | 


15 Having only ſmall Trumps, begin with the 


you can. | 


16. Having 
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16. Having a Sequence, begin with the higheſt. 
By this Means your Partner is bgęſt iaſtructed how 10 1 
play his Hand, and cannot poſſibly be injured. , 1 
| 17, If an Honour is turned up on your Left, and 
the Game much againſt you, lead a Trump the firſt 
| Opportunity. For your Game being deſperately bad, 
| this Method is the moffl likely to retrieve it. 1 
18. In all other Caſes it is dangerous leading 
through an Honour, unleſs you are ſtrong in Trumps, 
or have a good Hand, Becauſe all the Advantage of 
| trumping through an Honour , lies in the fneſſing of your + 
Partner. | 

19. Suppoſing hereafter it is proper to lead 
Trumps, If an Honour is turned up on your Left, 
and you hold only one Honour with a ſmall 'Trump, 
throw off the Honour, and next the ſmall one, Be- 
cauſe it awill greatly flrengthen your Partner's Hand, 
and cannot hurt your own. . 
* 20. If an Honour is turned up on the Left, and 
„- {Mou hold a Sequence, lead the higheſt of it. Be- 
ing my it will prevent the laſt Hand from injuring your 

artner, | 

nall 21. If a Queen is turned up on the Left, and you 
5 of hold Ace, King, and a ſmall one, lead the ſmall 
an rump. Becauſe you will have à Chance for getting 
the Queen. 15 ns 
22, If a Queen is turned up on your Left, and 


np! t 1 

_ ou hold the Knave with ſmall ones, lead the 
year Nnave. For the Knavwe can be of no Serwice ſince the 
ve 10 is on your Left. 


23. If an Honour is turned up by your Partner, 


| the Nad you ares ſtrong in Trumps, lead a ſmall one: 
er aut if weak in them, lead the beſt you have. By 
us play the eveakeft Hand wwill ſupport the ſtrongeſi. 
. | | E 2 3 = 24 


24. If an Ace is turned up on the Right, and you 
hold King, Queen, and Knave, lead the Knave 
For it is a ſecure Lead. | | . 

25, If an Ace is turned up on the Right, and 
you hold King, Queen, and Ten, lead the King; 
and upon the Retu:n of Trumps play the Ten, 
For by this Means you ſhew a great Strength to yur 
Partner, and will probably make two T ricks in them, i 

26, If a King is turned up on the Right, and WWF K 
you hold Queen, Knave, and Nine, lead the Knave; 75 
and upon the. Return of Trumps play the Nine 
| Becauſe it may prevent the Ten from making. C 

27. If a King is turned up on your Right, and the 
you hold Knave, Ten, and Nine, lead the Nine; A. 


and upon the Return of Trumps play the Ten. h.. 
. cauſe this Method will beft diſcloJe your Strengt) in WW im: 
Trumps. 1 | | ſary 


28. If a Queen is turned up on the Right, and al 
you hold Ace, King, and Knave, lead the King; 4%. 
and upon the Return of Trumps play the Knave, 4 
Becauſe you are certain to make the Knave. 

29. If a Queen is turned up on the Right, and ſary 
you hold Ace, King, and ſmall ones, lead the King: 7 j; 
and upon the Return of Trumps you may finely ;. 
unleſs the Queen falls, For otherwiſe the Quten wil only 
make a Trick. * 

30. If a Knave is turned up on the Right, and being. 
you hold King, Queen, and Ten, lead the Queen 6. 
and upon the Return of Trumps play the Te 
For by this Means you will make the Ten. oy 
31. If a Knave is turned up on the Right, a" 
you hold King, Queen, and ſmall ones, lead tit 
King; and if that comes home, play a ſmall on 
For it is probable your Partner hol {s the Ace, 


32. 
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32. If a Knave is turned up on the Right, and 
vou hold King, Ten, or Queen, Ten, with two ſmall 
Cards, lead a ſmall. one; and upon the Return of 
| Trumps play the Ten. For it is fiue to four that your 
| Partner holds one Henour, 2 


Wx YOU TURN ur AN Honouk, 


1. If you turn up an Ace, and hold only one 
& ſmall Trump with it, if either Adverſary leads the 
| King, put on the Ace. For it can do the Adverſaries 
10 greater Injury. | | 

2, If you turn up an Ace, and hold two or three 
ſmall Trumps with it, and either Adverſary leads 
the King, puton a ſmall one. For if you play the 
Ace, you give up the Command in Trumps. 5 19 

3. If you turn up a King, and hold only one 
ſmall Trump with 1t, and your Right-hand Adver- 
ſary leads a Trump, play the King. This Caſe is 
rally ſomewhat douttful, and very good Players think 
differently. | 
4. It you turn up a King, and hold two or three 
ſmall Trumps with it, if your Right-hand Adver- 


and ſary leads a Trump, play a ſmall one. It being the 
0g: Way of ecuring your King. 
fle 5. If you turn up a Queen or Knave, and hold 


only ſmall Trumps with it, if y: ur Right-hand Ad- 
rerſary leads a Irump,. put on a ſmall one, 14. 
bing the ſecureft Play. | | 1 

| 6. If you hold a Sequence to the Honour turned 
up, play it laſt, By this Means your Partner will be 
Ihe beſi acquainted with your Strength in Trumps. 


2 2 Op 
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1. Be cautious of trumping out, notwithſtanding 
you have a good Hand. For ſince you want the Odd 
Trick only, it would be abſurd to play a great Game, 

2. Never trump out if your Partner appears likely 
to trump a Suit. For it js evidently bet zo let your 
Partner make his Trump', | = 
3. If you are moderately ſtrong in Tramps, it 
is right to force your Partner, For by this Mean 5 

you probably gain a Trick, = 


4. Make your Tricks early, and be cautious of h 
fineſſing. That you may not be greatly injured, thing) al 
you fail of making the Odd Trick. | 

5. If you hold a ſingle Card of any Suit, and th 

only two or three ſmall Trumps, lead the ſingle Card, ln 
For it «vill give you a Chance of making a ſi 

| Trump. . | 75 "wy 

GENERAL RULES. rob 

1. Be very cautious how you change Suits, and 

let no Artifice of the Adverſary induce you to it. the: 

2. Keep a commanding Card to bring in your N 
ſtrong Suit when the Trumps are out, if your Hand * ( 
will admit of ſuch Pretenſions. | i 

3. Never keep back your Partner's Suit in Trump: BY a 6 
but return them the firſt Opportunity. N 

4. If you hold a ſtrong Suit, and but few Trump, n . 

rather force your Adverſaries than lead Trumps, u:- en 
leſs you are ſtrong in the other Suits likewiſe, | a” 
5. Be ſure to make the Odd Trick when it 15 wh 


your Power, 2 DP 
6. Always conſider the Scores, and play you! * 
Hand accordingly. | . 


| 0 
1 
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7. In backward Game, you may often riſque 


| one Trick in order to win two: but in a forward 


Game you are to be more cautious, unleſs you have 
a good Probability of getting up. | 


8. In returning your Partner's Lead, play the beſt 
| you have, when you hold but three originally. 


9. Remember what Cards drop from each Hand, 
how many of each Suit are out, and what is the beſt 
remaining Card in each, * 1 

10. Lead not originally from a Suit of which you 
have Ace and Queen, Ace and Knave, or King 
and Knave; if you hold another moderate Suit. 

11. If neither of your Adverſaries will lead from 


the above Suits, you muſt do it yourſelf with a 


{ſmall Card. 

12, You are ſtrong in Trumps with five ſmall 
ones, or three ſmall ones and one Honour. 

13. Do not trump a Card when you are ſtrong 
in Trumps, and the more eſpecially if you hold a 


| ſtrong Suit. 


14. If you hold only a few ſmall Trumps, make 
them if you can. 

15. If your Partner refuſes to trump a Suit of 
which he knows you have not the beſt, lead him your 
deft Trump the firſt Opportunity. 

16. If your Partner has trumped a Suit, and re- 


| fuſes to play Trumps, lead him that Suit again. 


17. Never force your Partner but when you are 
lirong in Trumps, unleſs yon have a Renounce 
yourſelf, or want only the Odd Trick. 

18. If the Adverſaries trump out, and your Part- 
ner has a Renounce, give him that Suit when you 
zet the Lead, if you think he has a ſmall Trump 


left, | 
E 4 19. Lead 
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19. Lead not from an Ace Suit originally, if 
you hold four in Number of another Suit. 

20. When Trumps are either returned by your 
Partner, or led by the Adverſaries, you may fineſſe 
deeply in them; keeping the Command all you 
can in your own Hand. 709 | 

21. If you lead the King of any Suit, and make Wi ; 


it, you muſt not thence conclude that your Partner ˖ 
holds the Ace. 455 

22. It is ſometimes proper to lead a thirteenth MF . 
Card, in order to force the Adverſary, and make 8 


your Partner laſt Player. EP | 
23. If weak in Trumps, make your Tricks 
ſoon; but ben ftrong in them, you may play a T 
more backward Game, „„ 
24. Keep a ſmall Card of your Partner's firt 
Lead, it poſſible, in order to return it when the be 
Trumps are out, | 
23. Never force your Adverſary with your bet 
| — of a Suit unleſs you have the ſecond bet 
" | 5 | 
26, In your Partner's Lead, endeavour to keep 
the Command in his Hand, rather than in your 
own. | 
27. If you have a Saw, 'tis generally better to 
purſue it than to trump out; although you ſhould 
be 22 in Trumps with a good Suit. | 
28. Keep the Trump you turn up, as long a 
you properly aan. 5 
29. When you hold all the remaining Trumps, 
play one of them to inform your Partner; and the! 
put the Lead into his Hand, 2 eT 3-- 
30. It is better to lead from Ace and: Nine, that 
from Ace and 'Ten, 


"01, | 
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31. It is better to lead Trumps through an Ace 


or King, than through a Queen or Knave. 

| 32, If you are reduced 10 the Jaſlt Trump, ſome 
| winning Cards, and one loſing Card only, lead the 
| loſing Card. | 


” 


33. If only your Partner has T rumps remain- 


ing, and he leads a Suit of which you hold none; 
| if you have a good Quart (or Sequence of four) 


throw away the higheſt of it. | 
34. If you have an Ace with one ſmall Card of 


| any Suit, and ſeveral winning Cards in other 


Suits ; rather throw away ſome winning Card than 
that ſmall one. 

35. If you hold only one Honour with a ſmall 
Trump, and wiſh the Trumps out, lead the Honour 
firſt. | 

36. If Trumps have been led thrice, and there 
be two remaining in the Adverſaries Hands, endea- 
your to force them our. 


37. Never play the beſt Card of your Adverſaries 


Lead at ſecond Hand, unleſs your Partner has none 


| of that Suit, | 


38. If you have four Trumps and the Command 
of a Suit whereof your Partner has none, lead a 
{mall Card in order that he may trump it. 8 

39. If you hold five Trumps with a good Hand, 
Pay Trumps, and clear your Adverſaries Hands of 
l em. | 9% | | 
40. If you hold the Ace and three ſmall Trumps 
when the Adverſaries lead them, and have no par- 
ticular Reaſon for ſtopping the Suit, let them quietly 
make King and Queen, and on the third Round play 


the Ace. 


E 5 41, Suppoſing 
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41. Suppoſing yourſelf Leader with three ſmall 
Trumps, one ſtrong Suit, one moderate Suit, and a 
ſingle Card, begin with the ſtrong Suit, and next 
lead the ſingle Card, vs 

42. Be careful how you ſort your Cards, leſt a 
ſharp and curious Eye ſhould difcover the Number 
of your Trumps. | RE 


Ma. HOYLE's 4 


GAME or QUADRILLE. I ! 
HE Gamez of QUADRILLE is played by WM 1. 
four Perſons, with forty Cards; the four tt 


Tens, Nines, and Eiphts, are to be difearded from 
the Pack; the Deal is made by diſtrtbuting the 
Cards to each Player, three at a Time for two 
\ Rounds, and once four at a Time, beginning with 
the Right-hand Player, who is the elder Hand. 


Some SHORT RULES fir LEARNERS. 


I. When you are the Ombre, and your Friend leads 
from a Mat, play your beſt Trump, and then lea? 
the next beſt the firft Opportunity, | 
II. If you poſſeſs all the Trumps, keep leading 
_ except you have other certain winning 
ards. | ; 2 . 


II. if 
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III. If all the Mats are not revealed by the Time 
you have won fix Tricks, do not run a Riſk in play- 
ing for the Vole. 

IV. When you are the Friend called, and hold only 
a Mat, lead it, but if only a Mat guarded by a 
{mall Trump, lead the ſmall one; though when the 
Ombre is laſt Player, lead the beſt Trump you 
have. i | 2 

V. Punto in Red, or King of Trumps in Black, 
are good Cards to lead when your beſt, and ſhould 
either of them ſucceed, then play a ſmall Trump. 

VI, When the Ombre leads to diſcover the 
Friend, if you hold King, Queen, and Knave, put 
on the Knave, | 

VII. Preſerve the called Suit, whether Friend 
or Foe, | | | 

VIII. When playing againſt a lon: Hand, never 
lead a King, unleſs you have the Queen, nor change 
the Suit, nor permit, if poſſible to avoid it, ho 
Ombre to be laſt Player. 5 

Becauſe a Learner may be at a Loſs to know the 
Rank and Order of the Cards, when Trumps, or 
not, the two following Tables ſhew them. 


| The Rank and Order of the Cards when nat 


| Trumps. 

Clubs and Spades, Hearts and Diamonds, 
King, King, | 
Queen, Queen, 

Knave, Knave, 

Seven, | Ace, 

dix, ES, | Deuce, 

Five, Three, = 
| Four 


E 6 


Clubs and Spades. 
Four, ; 
Three, 

Deuce. 


In all 9. 


Clubs and Spades. 


Spadille, the Ace of Spades 
Manille, the Deuce of 
Spades, or of Clubs, 


1 


| Baſto, 2% Ace of Clubs, 


King, 
Queen, 
Knave, 
Seven, 
Six, 
Five, 
Four, 


Three. 


In all 11. 


| 
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Hearts and Diamonds. 
„ | 
Five 
„ 
Seven. 


| In all 10. 


The Rank and Order of the Cards when Trumps, 


| Hearts and Diamonds, 


p the Ace of Spades 
anille, the Seven of 
Hearts, or of Diamonds. 
Baſto, the Ace of Clubs. 


Punto, the Ace of Hearts, 


or of Diamonds. 


In all 12, 


You may obſerve by the foregoing Tables, that 
Spadille and Baſto are always Trumps; therefore 


the Red Suits have one Trump more than the Black. 


There are three Matadores, viz. Spadille, Ma: 


nille, and Baſto. 


If 
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If an ordinary Trump is led, you are not obliged 
| to play a Matadore upon it ; but if Spadille is led, 
and you ſhould hold Manille or Baſto unguarded, 
you muſt play it: Alſo if Manille is led, and you 
hould have Baſto unguarded, it muſt be played. 5 
The laſt Table alſo ſhews the Order or Rank of 
the falſe Matadores, fo called, if we begin at Baſto, 
and ſo proceed by Sequences to any Number, 


. H E firſt Thing to be FI after you have 
ſeen your Cards, is, to aſk Leave to paſs, 
or vlay ſans frendre ; and if you name a wang 


Trump, you mult abide by it. 

II. If all the Players paſs, he who has Spadille i is 
obliged to play; but if he does not make three 
Tricks, he is not baſted. 

III. The Player ought to have a fair Probability 
of winning three Tricks when he calls a King, to 


prevent his being baſted. 


IV. Therefore we will ſet down ſuch 3 on- | 


ly, as give a fait Chance to win the Game by call- 
ing a King, with Directions at the Fad of N Caſe 


what Trump yu are to lead. 


Calculations neceffary to be underflood by thoſe who have 
made Jome Progreſs in the Game, 


1, I would know what is the Odds that my 
Partner holds one Card out of any two certain 


Cards ? 


Anfever. That he holds one Card out of any two 
II, i 


certain Cards, is about 5 to 4 in his * 
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II. I would alſo know what is the Odds that my 
Partner holds one Card out of any three certain 
Cards? | : 

Ar fever, That he holds one Card out of any 
three certain Cards, is about 5 to 2 in his Favour, 


An Explanation and 4 pplication of the foregoing 


Calculations, 


I. That your Partner holds one Card ont of any 
two certain Cards, | | | 
Suppoſe you ſhould hold one Matadore, it is by 
this Calculation evident, that it is 5 to 4 in your Fa. 
vour that your Partner holds' one of the other two, 
and conſequently you may play your Game accord. 
— .... :- | 15 

.. Suppoſe yon call a King, and having a 
Knave and one ſmall Card of a Suit in your Hand, 
by the foregoing Calculation, it is plain that you 
have 5 to 4 in your Favour, that your Partner holds 
either the Kirg or Queen of that Suit; and conſe- 
quently you have the Odds in your Favour to win a 
Trick in that Suit. = 

II. That «our Partner holds one Card out of any 
three certain Cards. | 8 

Suppoſe you have no Matadore, but with the Af. 
ſiſtance of one of them you have great Odds of win. 
ning the Game ; you may obſerve, by the foregoing 
Calculation, that it is abont 5 to 2 that your Part- 
ner holds one of them, you having none. | 
This Calculation may be applied to many other 
Caſes; very uſeful to the Player. | 
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| Games in Red, which may be played, calling a King, 


I, Spadille, Manille, two ſmall Hearts or Dia- 
monds, the Queen of Clubs, and one ſmall one, and 
© {our ſmall Cards of the other Suits, Lead a ſmall 
| Trump. | | | 
II. Spadille, Manille, two ſmall He tts or Dia- 
monds, with the Knave and two ſmall Clubs, and 
| three ſmall Cards of the other Suits. Lead a ſmall. 
Trump. | | | 

III. Spadille, Manille, two ſmall Hearts or Dia- 
monds, three ſmall Clubs, and three ſmall Cards of 
the other Suits. Lead aſmall Trump. | 

IV. Spadille, Punto, King, Queen, and on 
ſmall Heart or Diamond, three ſmall Clubs, the 
Queen, and one Spade, Lead Punto. 

V. Spadille, Punto, King, Knave, and one 
ſmall Heart or Diamond, the Knave and two ſmall 
Clubs, and two ſmall Spades. Lead Punto. 

VI. Spadille, King, Queen, Knave, and one 
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| ſmall! Heart or Diamond, with the Queen, Knave, 1 
ind one ſmall Club, and two ſmall Spades. Lead . 
the King of Trumps. Y: 

VII. Spadille, Three, Four, Five, and Six of 


Queen and two ſmall Spades ; whether elder or any 
other Hand, when you have the Lead play a ſmall 
Trump; in the ſecond Lead play Spadille. 

VIII. Manille, Baſto, Punto, and two ſmall 
Hearts or Diamonds, three ſmall Clubs, and the 
Knave and one Spade, Lead Manil le. | 

IX. N. B. Manille, Baſto, King, and two ſmall | 
Hearts cr Diamonds, Queen and one ſmall Club, 1 
and three ſmall Spades. Lead Manille. | 
; 76 | X, NA, B, 


| 

Hearts or Diamonds, Wing of Clubs and one more, F 
L 

| 
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X. N. B. Manille, Baſto, Queen, and tw 


ſmall Hearts or Diamonds, Queen and two ſmall 
Clubs, Knave and one Spade, Lead Manille, 

XI. Manille, Baſto, with the three ſmalleſt 
Hearts or Diamonds, Queen and one ſmall Club, 
Knave, and two mall Spades. Play a ſmall 
Trump. | . 

XII. N. B. Manille, punto, King, and two 
ſmall Hearts or Diamonds, Queen, — and 
one ſmall Club, King, and one ſmall Spade. Lead 
Manille. 

XIII. Manille, Pento, Queen, and two {mal 
Hearts or Diamonds, Queen and one ſmall Club, 
| King and two ſmall Spades. Play a ſmall Trump, 
XIV. Manille, Punto, and three ſmall Hearts 
or Diamonds, Knabe and one ſmall Club, King, 
Queen, and one ſmall Spade. Play a ſmall 
Trump. 

XV. Manille, and the war ſmalleſt Karte or 
Diamonds, Queen and one ſmall Club, King, Queen, 
and one ſmall Spade, Play a ſmall T rump. 

XVI. MN. B. Baſto, Punto, King, and two ſmall 
Hearts or Diamonds, King and Queen of Clubs, 

ueen and two ſmall Spades Lead Baſto. 

VII. N. B. Baſto, Punto, Queen, and two 

ſmall Hearts or Diamonds, Queen, Knave, and 
one ſmall Club, King and Queen of Spades. Lead 
Bafto, 
XVIII. N. . Baſto, Punto, and three of the 
ſmalleſt Hearts or Diamonds, King and Queen of 
Clubs, Queen, Knave, a and one ſmall Spade. Thy 
a ſmall Trump. 

XIX. Bafſto, and the four ſmalleſt Hearts or 
Diamonds, King and Queen of Clubs, Queen, Knave, 


and one fimall Spade, * a {mall Trump. 
XX, N. B, 
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XX. N. . Punta, King, Queen, and two 
| (mall Hearts or Diamonds, King and Queen of 
f Clubs, Queen, Knaxe, and one ſmall Spade, Lead 


Funto. 
XXI. Punto, 19 20 three ſmall Hearts or 


Diamonds, King and , Queen of Clubs, Queen, 
Knave, and one ſmall Spade. Play a ſmall Trump. 


| Games in Black, which may be played, calling a King: 


J. OPADILLE, Manille, and two ſmall Clubs or 
Spades, the Knave and two ſmall Hearts, and 
three ſmall Diamonds. Lead a ſmall Trump, 

ll, V. B. Spadille, Manille, and two ſmall 
Clubs or Spades, Queen and two ſmall Hearts, and 
three ſmall Diamonds, Lead a ſmall Trump. 

III. Spadille, Manille, and two ſmall Clubs or 
Spades, three ſmall Hearts, three ſmall Diamonds, 
Lead a ſmall Trump. 

IV. N. B. Spadille, King, Queen, and two 
ſma!l Clubs or Spades, with the 5 and ones 
ſmall Heart, three ſmall Diamonds. cad the King 
of Trumps. 

V. Spadille, King, Knave, and two ſmall Clubs, 
Quzen and two Diamonds, two ſmall Hearts, Play 
a finall Trump. 

VI. Spadille, Queen, and three ſmall Clubs or 
doades, Queen and two ſmall Hearts, two * 
Diamonds. Play a ſmall Trump. 

VII. Spadille, and the four ſmalleſt Clubs or 
Spades, King and one ſmall Heart, Queen and two 
mall Diamonds. Play a ſmall Trump. 

VIII. Manille, * King, and two mall 
ubs 
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Clubs or Spades, three ſmall Hearts, and two ſmall 
Diamonds. Lead Manille, | 

IX. Manille, Baſto, Queen, and two ſmall 
Clabs or Spades, three ſmall Hearts, Queen and one 
ſmall Diamond. Lead Manille, 

X. Manille, Baſto, Knave, and two ſmall Clubs 
or Spades, Knave and one Heart, three ſmall Dia. 
monds. Lead Manille. 


XI. Manille, Baſto, and three ſmall Clubs or 


Spades, Queen and two ſmall Hearts, Knave and 
one ſmall Diamond. Lead Manille. 

XII. N. B. Manille, King, Queen, and two 
ſmall Clubs or Spades, King and one ſmall Heart, 
Queen, Knave, and one ſmall Diamond, Lead 
Manille. 

XIII. N. B. Manille, King, Knave, nd two 
ſmall Clubs or Spades, King and one ſmall Heart, 
Queen and two ſmall Diamonds. Lead Manille. 
XIV. Manille, King, and three ſmall Clubs or 
Spades, Queen and two ſmall Hearts, King and one 
ſmall Diamond. Play a ſmall Trump. 

XV. Manille, and the four ſmalleſt Clubs or 
Spades, King, Queen, and one ſmall Heart, two 
ſmall Diamonds. Play a ſmall Trump, 

XVI. N. B. Baſto, King, Queen, and two 
ſmall Clubs or Spades, Queen and two ſmall Hearts, 
King and one ſmall Diamond. Lead Baſto. | 

XVII. N. 5. Baſto, King, Knave, and two 
mall Clubs or Spades, Knave and one Heart, King 
and two ſmall Diamonds, Lead Raſto. 

XVIII. N. B. Baſto, King, and three ſmall 
Clubs or Spades, King and Queen of Hearts, Queen 
and two ſmall Diamonds, "oY a ſmall T * 1 


and one ſmall Diamond. Play a ſmal 
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XIX. Baſto, and four of the ſmalleſt Clubs or 


Spades, King and Queen of Hearts, 5 Knave, 
Trump. 
XX. N. B. King, Queen, Knave, and two 


| {mall Clubs or Spades, King and Queen of Hearts, 


Knave and two ſmall Diamonds, Lead the King 


of Trumps. 


XXI. King, Queen, Seven, Six, and Five of 


Clubs or Spades, King and Queen of Hearts, 


Queen, Knave, and one ſmall Diamond, Lead the 
King of Trumps, 5 


| You are to obſerve that thoſe Caſes, both in the 


red and black Games, which are marked thus 
N. B.) are very good Games to play, and you have 
the Odds of your Side to win thoſe which are not 
marked, | . | 

N. B. You are to call to your ſtrongeſt Suits, ex- 


| cept you have a Queen guarded. And if you are 


elder Hand, you have a fairer Chance to win the 
Game than if middle Hand, becauſe you have an 
Opportunity of leading a Trump, which frequently. 
makes your Adverſaries play againſt each other. 


Cas is calculatid, ſhewing the Players the Odds of 
winning the following Games of QUADRILL®, ſans 
prendre; and alſo ſuch Games as ought not to be 
played ſans prendre, | 


Games in Black, Elder Hand. 


Tarn. Matadores in Clubs, King and Six 
4 of Diamonds, King and Six of Hearts, 
ing, Five, and Six of Spades. Play Trumps " 
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all the Elder-hand Games. The above Game wing 
27 to 4. 

EL: Three Matadores and the Three of Clubs, 
King and Six of Diamonds, King and Six of Hearts, 
and two ſmall Spades. The above Game wins 213 
to 162, os about 4 0 3. 


III. Three Matadores, Three and Four a Clubs, 


King and ' Six of Diamonds, three ſmall Hearts, 
Wins 291 to 86, or above 10 to g. 

IV. Three ae with Three, Four, and 
Five of Clubs, two ſmall Diamonds, and two ſmall 
Hearts, Wins near 10to 10 

V. Spadille, Manille, King, Knave, Three, 
and Four of Cluos, two ſmall Diamonds, two ſmall 

Hearts. Wins 48gg to 3022, or about 8 to 5, 

VI. Spadille, Manille, King, Three, Four, and 


Five of Clubs, two ſmall Diamonds, two ſmall 


Hearts, Wins about 8 to 5, 

VII. Spadille, Manille, King, Three, and Foes 
of Clubs, King and Six of Diamonds, and three 
ſmall Hearts. , Loſes 1514 to 1125, or abou: 4 to g. 

VIII. Spadille, Manille, Three, Fou, Fire, 
and Six of Clubs, two ſmall Di 'amonds, and two 
ſmall. Hearts, Loſes 1514 to 1125, orabout 4 tO g. 

IX. Spadille, Manille, Three. Four, and Five 
of Clubs, King and one ſwell Diamond, and three 
ſmall Hearts, Loſes 2234 to 405, or about 11 


to 2. 8 
X. Three falſe Matadores. and Three of Clubs, 


King and Six of Diamonds, King and Six of Hearts, 
King and Six of Spades. Wins 215 to 162, or 
about 4 to 

XI. Three falſe Matadores, Three and Four of 


Clubs, King and Six of Di zamonds, King, 2 * 
ive 
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Five of Hearts, Wins 291 to 86, or above 10 
to 3. ; | | 

Xt. Three falſe Matadores, Three, Four, and 

Five of Clubs, King and Six of Diamonds, two 


ſmall Hearts. Wins 1025 to 106, or near 10 to 1, 
XIII. Manille, Baſto, Queen, Three, Four, and 


| Five of Clubs, King and one ſmall Diamond, two 


ſmall Hearts, Wins 4895 to 3022, or above 8 to 3. 

XIV. Manille, Baſto, Knave, Three, Four, 
and Five of Clubs, King and one ſmall Diamond, 
two ſmall Hearts, Loſes 4162 to 3735, or almoſt 
10t90 9. | 


XV. Spadille, Three, Four, Five, and Six of 
Clubs, King and one ſmall Diamond, King of 
Spades, King and one ſmall Heart. He muſt lead 
a ſmall Trump, and his Chance then for winning 
151749 to 890, or near 2 to r for winning. 

XVI. Spadille, Three, Four, Five, Six and Se- 
ven of Clubs, King and one Diamond, King of 
Spades, and King of Hearts. Wins about 275 to 2, 


Games in Red, Elder Hand. 


J. HRE E Matadores in Hearts, King and one 
Diamond, King and one Spade, King and 


two Clubs. Wins 24 to 11, or ahout 2 to 1, 


II. Three Matzdores and "Three of Hearts, King 
and one ſmall Diamond, King and Queen of Clubs, 
and two ſmall Spades. Wins 7010 to 1661, above 
4 to 1 ; beſides the Chance that his Kingsand Queens 
jaſs, though he ſhould not fetch ont al! the Trumps. 

III. Three Matadores and Three and Four of 
Hearts, King and one ſmall Club and three Dia- 
monds, Wins almoſt 4 to 3. e : 

| IV. Three 
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IV. Three Matadores, Three, Four, and Five of 
Hearts, two ſmall Diamonds, two ſmall Clubs. Wins 
291 to 86, or above 10 to 3. | 
V. Spadille, Manille, Punto, Queen, Three, and 

Four of Hearts, two ſmall Diamonds, and two ſmall 
Clubs. Loſes 1706 to 1339, or above g; to 4. 
VI. Spadille, Manille, Punto, Three, Four, and 


Five of Hearts, two ſmall Diamonds, two ſmall | 


Clubs. Loſes 1514 to 1125, or above 4 to 3. 
VII. Spadille, Manille, King, Three, Four, and 
Five of Hearts, two ſmall Diamonds, two ſmall 
Clubs. Loſes 278 to 99, or about 14 to 5. 

VIII. Spadille, Manille, Three, Four, Five, and 
Six of Hearts, two ſmall Diamonds, two ſmall Clubs, 
Loſes above 3 to 1. 

IX. Spadille, Manille, Three, Four, Five, and 
Six of Hearts, King and one Club, two ſmall Dia- 
monds Wins 1845 to 794, or above gto 4. 

X. Spadille, Manille, Two, Three, Four, Five, 
Six of Hearts, two ſmall Diamonds, one ſmall Club. 
Wins above qg to 1, nearer 10 to 1, 1 

XI. Four Matadores in Hearts, King and two 
ſmall Clubs, King and two ſmall Spades. Wins 
about 16 to 1. That he fetches out the Trump is 
7206 to 1465, near q to 1; beſides the Chance for 
his King's paſſing, though the Trump ſhould not 
fall. X | | 
XII. Three falſe Matadores and Three of Hearts, 
King and one ſmall Club, King and one Diamond, 
King and one ſmall Spade. Loſes 5791 to 2880, 
or above 2 to 1. 26 pi 

XIII. Three falſe Matadores, Three and Four 
of Hearts, King and one Club, King and two 
Spades. Wins 215 to 162, or about 4 to g. 

2 8 N XIV. Three 
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X[V. Three falſe Matadores, Three, Four, and 
Five of Hearts, King and one ſmall Club, two 
ſmall Spades. Wins 291 to 86, or above 10 to 3. 

XV. Three falſe Matadores, with the Knave, the 
Three, Four, and Five of Hearts, one ſmall Dia- 
mond, two ſmall Spades. Wins 1025 to 106,. 
near 10 to 1, but you are to ſuppoſe the Lead is to 
come into your Hand a ſecond Time, without 
trumping with a Matadore. 

XVI. Three falſe Matadores, with the Queen, 
the Three, Four, and Five of Hearts, one ſmall 
Diamond, two ſmall Clubs. (As the former) wins 
near 10 to 1. | 

XVII. Manille, Baſto, King, Three, Four, and 
Five of Hearts, King and one Diamond, two ſmall 
Clubs. Loſes 1514 to 1123, or about 4 to 3. 

XVIII. Manille, Baſto, Queen, Three, Four, 
nd Five of Hearts, King and one Club, two ſmall 
Spades. Loſes 278 to 9, or near 3 to 1, 

XIX. Manille, Baſto, Three, Four, Five, and 
dix of Hearts, King and one Diamond, two ſmall 
Clubs, Loſes 2639 to 405, or about 6 to 1. 

XX, Spadille, Two, Three, Four, Five, and 
six of Hearts, King and one Diamond, King of 
Spades, and the King of Clubs. That he fetches 
out three Trumps by playing Spadille, is above 4 
to 1, and conſequently above 4 to 1 for winning. 

XXI. Spadille, Three, Four, Five, and Six of 
Hearts, King and one Diamond, King and one 
Spade, and the King of Clubs, 

| bo” That 
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That three ſure Tricks in Trumps lie againſ the 
Player is 1324 to 1255, and. conſequently the Odd; 


is againſt his winning the Game, 


If he plays the Game, he muſt begin with lead. 
ing a ſmall T rump; for if he props n, he ſha; 
no Chance at all. 

At his ſecond Lead he ought to play Spadill 
having the faireſt Probability of winning the Game 
by that Method of Play. 

in all the Games of falſe Matadores, we have 
ſuppoſed the Player is not over. ruffed before it comes 
again into his Hand. 

N. B. If you ſhould have a fans prendre Gam, 
and it ſhould be 5 to 4 for winning it, you are to 
conſider that the calling a King makes it a ſure Game 
won, beſides the Chance' of winning a Vole: and 


therefore, upon a ftria Calculation, it is found to 


be more adviſeable to call a King in ſuch a Caſe, 
N. B. A good Player may play a weaker Game 
either elder or younger Hand, than middle Hand, 


The Laws of the GAME of QA II k. 


1. HE Cards are to be dealt by Fours znl 


'Threes, and no otherwiſe ; and the Dealer 
is at Liberty to begin by Four or Three ; if in dea. 
ing there ſhould come one or mote faced Cards, 
there muſt be a new Deal. 

II. If thereare too many or too few Cards in the 
Pack, there muſt be a new Deal. 

III. He who deals wrong, deals again, and 1 is n0 
baſted. 


IV » Fe 
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IV. He who has aſked Leave 1s obliged to play. | 

V. No one ſhould play out of his Turn ; but he 
is not baſted for ſo doing. 

VI. The three Matadores cannot be forced by an 
inferior Trump. 

VII. The ſuperior Matadore forces the inferior, 
when it is played by the firſt Player. 

VIII. Whoever names any Suit for Trumps, he 
mutt abide by it, though it ſhou!d happen to be his 
worſt Suit. 

IX. If a Card happens to be faced in dealing. 
you muſt deal again, except it 15 the laſt Card, 

X. If you play with eleven Cards, you are 
baſted. | 

XI. If you play ſans prendre, or have n 
you are to demand them before the next Dealer has 
finiſhed his Deal, otherwiſe you loſe the Benefit of 
them. 

XII. If any Perſon names his Trump without 
aſking Leave, he is obliged to play /ans prendre, 
unleſs he 1s the younger Hand, and all the reſt have 
aſſed, | 
; XIII. If any Perſon plays out of his Turn, that 
Card played may be called at any Time in thar, Deal, | 
provided he does not revoke; or the Adverſaries 
may demand the Partner of him who played out 
of his Turn, or his own Partner, to play any Suit he 
thinks fit. 

XIV. After the Game is won, if the Perſon who 
won the fixth Trick plays the feventh Card, he 1 is 
obliged to play for the Volt. 

XV. If you have four Kings dealt you, you are 
a Liberty either to call 2 6 to one of your 


Kings, 


A he Laws of WHIST. 


Kings, or to call one of your Kings: but you are riot 
to call the Queen of Frumps. 


XVI. If any Perſon ſeparates a Card from the 
reft he ought to play it, if the Adverſe Party has 


ſeen it, unleſs he plays /aus prendre. 


XVII. If che King called, or his Partner plays 


out of his turn, no Ve is to be played for. 


XVIII. No Perſon i is to be baſted for a Renounce, 


unleſs the Frick is turned and quitted; and if any 


Perſon renounces, and it is diſcovered, if the Player 
ſhould happen to be baſted by ſuch Renounce, all 


the Parties are to take up their Cards, and play 
them over again. 

XIX. If Spadille is forced to play, he is not ob: 
liged to make his three 'Fricks, 

XX. Whoever undertakes plaving the 'Yel: has 

the preference of play! ing vefore him who offers to 
play /ans prendre. 
XXI. If all Parties agree to it, before you begin 
to play, let the Perſon have the Preference of play- 
ing, who plays for the moſt Tricks; which will pre- 
vent ſmall Games from being played. 

XXII. The Player is entitled to know who is h's 
King called, before he declares for the Yole. 

XXIII. When fix Tricks are won, he who won 
the ſixth Trick ought to ſay, I play the Yole; or, I 
do not play the 2 or J atk and nothing elle. 

XXIV. He who wins the Vole, is to take double 
the Stake played for out of the Pool. 

XXV. He who fk; Leave (if elder Hand) may 


layers, 

X XVI. If you have one King only, you may 
Call ente f, but muit win fix Tricks. 
| 5 XXVII. it 


py fans prendre, in preference to any of the other 


fie Laws of ARI EW. 9, 


XXVII. If you play the King ſarrendered, he 
mult win fix Tricks who demands the King of any 


| Perſon. 


XX VII. He who has paſſed. once (unleſs he has 


Spadille) has no Right to play afterwards; alſo he 
who has aſked the Queſtion is obliged to play, unleſs 
ſomebody elſe plays ſans prendre. 

XXIX, If the Player, or his Friend, ſhew theic 


Cards before they have won fix "Tricks, the Adver- 
ſaries may call their Cards as they pleaſe, ſpecifying 


each Cards © ©; 
XXX, Whoever has aſked Leave, cannot play 


ſans prendre, unleſs he is forced, 


XXXI. You are at Liberty to look at the Tricks 
when you are to lead, but not otherwiſe, 
XXXII. Whoever undertakes playing for the 


Vile, and does not ſucceed, has a Right to the 


Stakes /ars prendre, and Matadores if be has idem, 
having won his Game. 

3 Forced Spadille cannot play for the 
ele 

XXXIV. If any Perſon diſcovers his Game, he 
is not entitled to play the Vole. | 

XXXV, If there happen to be two Cards of the 
ame Sort, and found out before the Deal is ended, 


| the Deal is void, but not otherwiſe. _ 


XXXVI. Nobody i is to declare how many Tromps 
are played out, 

XXXVII. He who plays and does not make 
three Tricks, is to be batted alone, unleſs he yuuy 
torced Spadille, | 
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Dictionary of the T:rms uſed at the GAME of 
| QUADRILLE. bY 


O 4ſ Leave, is to aſk Leave to play, by calling 

a King. | 2D 75 

Baſto. Is the Ace of Clubs, and is always the 
third Trump. | 


Baft, Is a Penalty which conſiſts in paying as many 


Counters as there are down; and is incurred eicher 
by renouncing, or by not winning, when you ſtand 
the Game, which is called making the Baſt, 

Chewilic, To be in Cheville, is to be between the 
eldeſt Hand and the Dealer. 65 

Codill. Is when thoſe who defend the Pool, make 
more 'Tricks than they who fland the Game ; the 
former are ſaid to win Codill, and the latter to 
loſe it. 417 „ 

Conſelation, Is a Claim, which is always paid by 


thoſe who loſe to thoſe who win; whether by Codill | 


or Remiſe, 
Devole. Is when he who ſtands the Game makes 
no Trick, | - „ 
Double. To play Double, is to pay the Game 
and the Stake double, as well as the Conſolation, 
the Sant prendre, the Matadores, and Devole. 
Force. The Ombre is ſaid to be forced, when 
you play a ſtrong 'Trump to weaken him, if hc 
over-trumps; he is likewiſe ſaid to be foreed, when 


he aſks Leave, and one of the other Players obliges | 


him to play ſans prendre, or paſs, by offering to 

play /ans prend, e. e | 

Friend. Is the Player who has the King called. 
oY | 1 Inpaſſe. 
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Inpaſſe. To make the Impaſſe, i is when being in 
Cberllie, you play the Knave of a Suit, of which you 
have the Kin 

Manille, 7. in black, the Deuce of Spades or 
Clubs; and, if in red, the Seven of Hearts or Dia- 
monds, according to the Suit in which you play, and 
is always the ſecond Trump at the Game. 

Matadores, There are three Matadores, wiz. Spa- 
dille, Manille, and Baſto, which are the three firſt 
Trumps. | 

Mille, Is a Mark of Ivory, which is fometitcs 


uſed, and ſtands for ten Fiſh; 


 Ombre. Is the Name given to him who ſtands 


the Game, either- by calling or paying Jans ert 


or /ans prendre. 
. Paſs. Is the Term that is uſed, when you have 
not a Hand to play, 

Ponto, or Punto. Is the Ace of Dias when 


Diamonds are Trumps; or Hearts, when chey are 
Trumps; and is then the fourth Trump. 


Pool. The Pool conſiſts of the Fiſhes, which: are 


ſtaked for the Deals, or the Counters which are put 


down by the Players, or the Baſts that go on the 
Game, To defend the Pool, is to be * him 
who ſtands the Game. 

Priſe. Is the Number of Fiſh or Counters that 


are given to each Player at the beginning of the 


Part 

hh gle, Is the Order that is obſerved at the Game; 
it 1s called, being in Regle, when the Ombre trumps 
the Return of the King called. 

Remiſe, Is, when they who fland the Game do 


not make more Tricks than they who defend the 


Pool; and they then loſe by Remiſe. | 
3 Renounce. 


PP 


1e Ta nus of QUADRILLE, 


| 8 Is, not to play in the Suit led, when 
4 you have of it:; & is alſo called a Rencunce, when, 
not having any of the Suit led, you win with a Card 
that is the daly one Nen have of that Suit, in which 
| you play. 
Eq Rendu. That! is, the King ſurrendered; and 
; is the Method of playing, when the King called be- 
| ing given up to the Ombre, he is with that to win 
the Game alone. 
|  Spadille. Is the Ace of Spades, which i is always 
the firſt Trump. 

| Forced Spatille. "i when he ks has it, is 
| obliged to play; all the other Players having paſſed. 


— 2 4 otter 3 3 i 


Sant Appellir. That is, without calling z and i is 
when you play without calling a King, 

Sas Prendre. This Term Lis diftes the ſame as 
fan appel ler. 

Forced Sans Prendre, - Is, when having aſked 
Leave, one of the Players offers to play ſaus prenare, 
| in which Caſe Law are abliged, to play ſaus prendre, 
| or to pals. 

f Tenact, To he, in W Teusce, is to wait with two 
Tromps, that you muſt neceſſarily make when he 
that has two others is obliged to lead; ſach are the 
two black Aces, with red to Manille and Funte. 
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THE 


| GAME or PLQUET. 


> 


thirty: two Cards; which are, the Ace, King, 


P QUET is played by two Perſons, with 


Queen, Knave, Ten, Nine, Eight, and Seven of 
each Suit. The Ace is the Superior, and is equal 
to ele ven Points; the King is above the Queen, and 
the Queen above the Knave, &c. Theſe three Cards 


are each equal to ten Points; the Ten, ten; the 
Nine, nine; and ſo pf the Reſt, each Card counting 
for as many Points as it hath Pips. | 

Io begin the Game, you muſt take the Pack of 
Cards, and ſhuffle them; then the two Players are 
to cut, and to ſhew the Bottom of their Cut, the 


loweſt of which deals, as there is a great Advantage 


in being elder Hand. 


- The Dealer then ſhuffles the Cards, and preſents | 


them to his Adverſary, who may alſo ſhuffle themif 


he pleaſes, but the Dealer muſt have the laſt Shuffle, 


and then give them to be cut by his Adverſary ; but 


if he ſhould ſcatter them, or cut but one off, or 
leave but one at the Bottom, the Dealer may mix 


them and ſhuffle them again; this done, the Dealer 
is to give twelve a· piece, by two at a Time, and the 
eight Cards which remain muſt be placed upon the 
Table, and are called the Talon. | 


In this Game there are three Chances, wiz. the 


Repique, the Pique, and the Caper. 
| 1 F | 
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* * 


I, The Refique is, when one of the Players 


counts thirty Points in his Hand, before his Ad ver. 
fary has, or can count one; when in the Room of 
ſaying thirty Top call it ninety, and proceed in the 
ſame Manner, above as many Points as he could 
count above thirty, ON 

II. The Pique is, when the elder Hand has 
counted thirty in Hard or Play before the Adverſary 


'Þath counted one; in which Caſe, inſtead of thirty, 
it is called fixty, and ſo on as many Points as you 


can count above. L op | | 
III. The Capet is, when either of the Players 
make every Trick, for which he is to count forty; 


inſtead of which he counts but ten, when he only 


gets the Majority of the Tricks, which is called he 
Cards. | = 
Theſe three Chances may all he made in one 


Deal; as thus, ſuppoſe one of the Players bath four 


Tierce-majors, his Point is good, and he 1s eldeſt 
Hand : he begins by counting three for his Point, 


twelve for his four Tierce-majors, , which makes 


fifteen; fifteen and fourteen Aces, fourteen Kings 


and fourteen for Queens, makę one hundred and 


ſeventeen, thirteen in playing the Cards, are one 
hundred and thirty, and forty for the Capot, is one 
hundred and ſæventy: this Stroke is very rare, nay, 
perhaps has never happened; but it is juſt if it ever 


doth. | 


Lo pique your Adverſary, you muſt be elder 
Hand; for if you are youngeſt Hand, your Adver- 
ſary counts one for the firſt Card he plays, and then 


your having counted twenty-nine in Hand, even it 


-you then take the firſt Trick, will not authoriſe you 
to count ſixty, but only thirty, 1 
| 8 . e 
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The Carte Blanche, that is, when you have not 
one pictured Card in your twelve dealt you, counts 
for ten, and takes ilace of every Thing elſe ; then 
follows the Point, the Huitiemes, the Septiemes, the 
Sixtie nes, the Quints, the Qurts, the Tierces, the 
four Aces, Kings, Queens, naves, or Tens; the 
three Aces, Kings, Queens, Kuaves, or Tens fol- 
low next; then the Point, you gin in playing the 
Cards; and the laſt is the Ten for winning the Cards, 


| or the Forty for che Capot. 


After ſorting the Cards, the firſt thing to be con- 


| fidered is, whether you have a Cart Bla che, that 


is, if you have not one pictured Card; if fo, you 
are io let your Adverſary difcard, and then when he 
is going to take in, and before he has touched the 
Cards, you are to lay your twelve Cards on the Ta- 
ble, counting them one after another; and your Ad- 


| verſary is not to touch the Cards he hath laid out or 


diſcarded, | 

The Players having examined their Hands, the 
elder Hand takes the tive Cards which ſeem the leaſt 
neceſſary for his Advantage, and laving them aſide 
takes as many from che Talon or Heap that is left; 
and the youngeſt Hand lays out three, and takes in 
the three laſt of the Talon. 1 | 

In diſcarding, the firſt Intention in ſkilful Players 
is, to gain the Cards, and to have the Point, which 
moſt commonly engages them to keep in that Suit, 
of which they have the moſt Cards, or that which is 
their ſtrongeſt Suit; for it is convenient to prefer, 
ſometimes forty-one in one Suit to forth. foul in 
another, in which a Nuint is not made; ſometimes, 
even having a Quint, it is more Advantage to hold 
ine forty-one, Where if one Card only is taken ir 


F 5 may 
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may make it a Quint-major, gain the Point, o. 


the Cards, which could not have been done by hold. 


ing the forty-four, at leaſt without an extraordinary 
Take: in. | | | 

You muſt alſo endeavour, in laying out, to get a 
Quatorze, that 1s, four Aces, Kings, Queens, 
K naves, or Tens, each of which counts for four. 
teen, and is therefore called a Quatorze ; the four. 
teen Aces hinder the counting fourteen Kings, &c, 
and by that Authority you may count a leſſer Qua. 
torze, as of Tens, although your Adverſary may 
have fourteen Kings, &c. becauſe the ſtronger an- 


nuls the weaker: and alſo, in the Want of a leſſer 


Huatorze, you may count three Aces, three Kings, 


three Oucens, three Knaves, or three Tens, II is 


good to take three Aces, and they are better than 
three Kings; and he who has them may by virtue 
thereof count his three Tens, although the Adver- 
ſary may have three Kings; in Favour of a Quatorze 
you count not only any leſſer Quatorze, but alſo all 
the Threes which you have, except of Nines, Eights, 


and Sevens, 


The ſame is to be obſerved in regard to the Hvi- 
tiemes, Septiemes, Sixiemes, Quints, 3 and 
'Fierces, to which the Player muit have Regard in 
his diſcarding, ſo that what he takes in may make 
them for him, * 

The Point, is the Number of Cards of the ſame 


Suit, which one holds in Hand after having taken ib, 


the Pips of which muſt be counted; when you alk if 
it isgood; obſerving the Ace counts for eleven, the 


King, Queen, and Knave, ten each, and the Reſt 
according to the Number of the Pips, 


The 
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The Point being ſelected, the eldeſt Hand de- 
clares what it is, and aſks if it is good: If his Ad- 
verſary has not ſo many, he anſwers, i: is good; if 
he has juſt as many, he anſwers, it i; equal; and if 
he has more, he anſwers, if is not gc He who has 
the beſt, counts as many for it as he has Cards 


which compoſe it, aud whoever has the Pointcounts 


it firſt, whether he is eldeſt or youngeſt; but if the 
Points are equal, neither can count: it is the ſame 
when the two Players have equal Tierces, Quarts, 
Quints, &c. | 

There are: fix Kinds of Tierces; one compoſed of 
an Ace, a King, and a Queen, called a Tierce-Ma- 
jor; a ſecond of a King, a Queen, and a Knave, call- 
ed a Tierce from a King; a third of a Queen, a 
Knave, and a Ten, called a Tierce from a Queen; 
a fourth of a Knave, a Ten, and a Nine, called a 
Tietce from a Knave; a fifth of a Ten, a Nine, 
and an Eight; and a ſixth of a Nine, an Eight, 
and a Seven, called a Tierce Minor. 

You muſt obferve that all the Cards of a Tierce, 
as well as of the Quarts, Quints, &c, muſt be of the 
ſame Suit. 


There are five Kinds of | Quarts (pronounced 


Carts;) the firſt, called a Quart-Major, is com- 
poſed of an Ace, King, Queen and Knave, the 
ſecond, a Quart from à King, of King, Queen, 
Knave, and Jen; the third, a Quart from a Queen, 
of Queen; Knave, Ten, and Nine; the fourth, a 
Quart- from 4 Knave; of Knave, Ten, Nine and 


bitt; and the fifth, 'a Baſſe Quart or a Quart- Mi- 


nor, of a Ten, Nine, Eight, and Seven. 

There are four Sorts of Quints (pronounced 
Nents;) the firſt, a Qaint-Major, of Ace, King, 
3 F 6 Queen, 
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Queen, Knave, and Ten; the ſecond, a Quint from 
a King, of King, Queen, Knave, Ten and Nine; 
the third, a Quint from a Queen, of a Queen, Krave, 
Jen, Nine, and Eight; and the fourth a Quint. 
Baſſe, of Knave, Ten, Nine, Eight, and Seven. 
There are three Sorts of Sixiemes; the firſt, a 
Sixieme Major, of Ace, King, Qeen, Knave, Ten, 
and Nine; the ſecond, a Sixieme from a K ing, of 
King. Queen, Knave, Ten, Nine, and Eight; and 
the third, a Sixieme from a Queen, of Queen, Knave, 
Ten, Nine, Eight, and Seven, _ 5 
| There are two Kinds of Septiemes; firſt, a Sep. 
tieme-Major, of Ace, King, Queen, Knave, Ten, Nine, | 
and Eight; and fecond, a Septieme from a King, of M * 
King, Queen, Knave, Ten, Nine, Eight, and Seven, 
There is but one Sort of Huitiemes, which is com- j 
3 of Ace, King, Queen, Knave, Ten, Nine, M £ 
ight, and Seven, that is of all the Cards of the M # 
ſame Suit, e 
Theſe Sequences are what it is always proper each e 
Player ſhould have Regard to in lay ing out, it beirg & 
much to his Advantage to have them; for if a Tierce 0 
is good, he who holds it counts three for it, four h 
for a Quart, fifteen for a Quint, ſixteen for a Sixi- 
eme, ſeventeen for a Septieme, and eighteen for 2 
Hiuitieme. If your Point is good, you count as 
many Points as the Number of the Cards it conlilis 
of; as, for Example, if you have a-Quart-Major, 
andit is alſo good for Point, you count four for the 
5 Point, and four for the Quart, which makes eight 
F and alſo the ſame for the Quints, Sixiemes, &c, 
F But if your Point is good, and you have neither 
1 Tierce nor Quart, you only count as many for the 
Point, as it conſiſts of Cards. an 
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All Tierces, Quarts, Quints, &c. are Sequences, 
and in favour of one of them being good, you reck- 
on the leſſer Sequences, although your Adverſary 
may have better, ' and you count for them how 
{mall ſoever, your Adverſary's being entirely annul- 
led by your ſuperior Sequence; but ſhould the ſu- 
perior Sequences be alike in both the Players Hands, 
whoever ſhould hold ſeveral other Sequences, either 
of the ſame Goodneſs or leſſer, nevertheleſs cannot 
count one. 1.44 1 | 

After each of the Players has taken in the Cards 
which belong to him from the Talon or Stock, he 
ſhould ſort his Cards to fee what he has to reckon, 
and put together the moſt Cards that he hath of one 
Suit to make his Point, and then declare it: If the 
younger hath a better Point, he muſt anſwer, Noe 
good; if he hath as good, he muſt anſwer, Equal; 
and if he hath leſs, he muſt anſwer, Good. © After 
the elder Hand hath counted the Point, he ſhould 
examine if he hath not any Tierce, Quart, Quint, 
&c. and then ſee if he hath any Quatorze, or three 
of Aces, Kinge, &c. that he may reckon them, if 
his Adverſary doth not hinder him by having better. 

The Points, the Tierces, Quarts, Quints, &c. 
are to be ſhewn on the Table, that their Value may 
be ſeen and reckoned; but you are not obliged to 
how Quatorzes, or three Aces, Kings, &c. 

Four Aces, four Kings, four Queens, four Knaves, 
and four Tens, are each called Quatorze, and are 
reckoned for ſo many, viz. fourteen; three Aces, 
three Kings, three Queens, three Knaves, and three 

Tens, each reckon for three. ej; 
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After that each hath examined his Game, and f 
the eldeſt, by the Queſtions he hath aſked, ſeen eve. c 
Ty Thing that is good in his Hand, he begins to 
reckon, The Carte Blanche is firſt reckoned, and t 
if he hath it, is worth ten Points: then the Point is t 
reckoned, then the Sequences, and laſtly the Qua. 
torzes, or Threes of Aces, Kings, &c. after which Wi * 
he begins to play his Cards, for each of which he | 

Counts one, except it is a Nine or an inferior one. 0 


After the elder Hand hath led his firſt. Card, the t 
younger ſhows his Point, if it is good, alſo the Se- 0 
quences, Quatorzes, or Threes of Aces, Kings, &c, 
or Carte Blanche if he has it; and having reckoned 
them all together, he takes the firſt Trick if he . 


can with the ſame Suit, and counts one for it; if he a 
cannot, the other tucns the Trick and continues; C 
and when the younger Hand can take the Trick, p 
he may lead which Suit he pleaſes. le 


In regard to the Manner of playing the Cards, 
as it 15 Cuſtom and Practice which teaches it in 
the moſt advantageous Manner for the Player, I th 
ſhall only ſet down in general what can be ſhown 
in Writing, | | 
It is certain that a good Player 1s principally 
known from an indifferent one, by the Manner of 
playing. his Cards, and it is not poſſible to play 
without, knowing the Strength of the Game; that ſh 
is to fay;, that by your own Hand you ſhould know m 
what your - Adverſary may hold, and what he: mak WW © 
der diſcarded, and taking great notice what he n 
ath ſhewn er. reckoned. 1 3 
The firſt Intention of a Player 1s to get the Cards; 6 
the ſecond is to make as many Points as you can, 
and hinder your Adverſary from ſo doing: but the 
e 1 principal 


— 
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ptinc ipal End is to gain the Cards, for which you 


count ten. 


muſt acquaint thoſe who have no Knowledge of 
the Game, that there are no Trumps at Piquet, but 
the highet Card of the ſame Suit takes the Trick; 


| for if, for example, one plays the king of Spades, 


and the other has the Ace, he takes the Trick ; 
whereas if one plays the Seven of Spades, and the 
other hath no Card of that Suit, though he ſhonld 
throw down a Card of ſuperior Value of another 
Suit, the Trick will be for him that led the Seven 


| of Spades. 


If the elder Hand has the Misfortune to have 
neither Point, Sequence, Quatorze, or 'Threes which 
are good, he muſt begin to count by playing that 
Card which he judges moſt proper, and continue to 
play until his Adverſary has played a ſuperior, to 
lead 1n his turn, To OT wn | 

This Method of playing muſt be continued till 
all the twelve Cards are played, and he who takes 
the laſt Trick counts two. | % 

Then each Player counts how many Tricks he 
has taken, and he who hath the moſt Tricks reckons 
ten for having gained the Cards ; but if they are 
equal, neither Side can count any for the Cards, 

As ſoon as each Deal is finiſhed, each Player 
ſhould ſet down with Counters or other Marks how 
many Points he hath made, and ſo proceed until the 
Game is finiſhed ; and after each Deal the Cards 
muſt be ſhuffled and cut for the next. $1] 

At Piquer each takes his Turn to deal, unleſs the 
Game is finiſhed in one Deal. | | 

When you begin another Game, the Cards muſt 
de cut afreſh for the Deal, unleſs it is agreed upon, 

1 15 when 
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when you fi:ſt begin to play, that the Deal ſhall 9 
on; in that caſe they muſt deal alternately, 
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 GeNneRAL RuLes for playing at PIQUET. 


I; * OU are to play by the Stages of your 
©7 2 Game; what is meant by them, is, that 
when you are backward in the Game, or behind your 
Ad verſary, you are to play a puſhing Game, other. 
wiſe you are to make twenty-ſeven Points Elder. 
hand, and thirteen Points Vaunger- hand; and you 
are always to compare your Game with your Adver- 
fary's, and diſcard accordingly, | 
II. You are to diſcard in Expectation of winning 
the Cards, which is ſo eſſential a Part of the Game, 
that it generally makes twenty-two or twenty-three 
Points Difference; therefore you are not to diſcard 
for low Yuatorze, ſuch as th ee Queens, three 
Knaves, or three Tens, becauſe in any of theſe caſes 
the Odds are three to one, Elder-hand, that you do 
not ſucceed, and ſeventeen to three, Younger-hand : 
For let us ſuppoſe you ſhould go for a Quatorde f 
neens, Knaves, or Tens and throw out an Ace or 
a King, by ſo doing you run the Riique of — 
ee Tos #191 | above 


VP 


beg 


8 
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jbove twenty Points, in ExpeRation of winning four- 


teen Points. þ SAL | 
III. At the beginning of a Party you are to play 


tn make your Game, which 1s twenty-ſeven Points 


Elder hand, and thirteen Points Vounger-hand: 
theref-re ſuppoſe you are Elder-hand, and that you 
havea 7i-rce Major, and the Seven of any Suit, it 
is five to two but that you take in one Card out 
of any four certain Cards; therefore ſuppoſe yon 


ſhould have three Queens, three Knaves, or three 


Tens, you: are in this Caſe to diſcard one of them 
preferably to the Seven of ſuch a Suit, becauſe it 
1 three to one that you do not take in any one 
certain Card, Elder:hand, to make you a Dwuntorze, 
1nd conſequen ly you diſcard the Seven of ſuch a 
Suit to a great Diſadvantage. - £275 

IV, If your Adverſary is greatly before you in 


the Game, the Confideration of winning the Cards 


wuſt be put quite out of the Queſtion ; therefore 
ſuppoſe you ſhould have a Quart to a Queen, or 
2: Part to a Knave; in which caſe it is only about 
fre to four, being Elder-hand, but that you take 


na Card to make you a Quint, and about three to 


one but that you take in a Queen, a Knave, or 
Ten : and ſhould you have three of either dealt you, 
it is good Play to make a puih for the Game, par- 


ticularly if it is ſo far advanced as to give you but 


lutle Chance for it in another Deal; and in this, 


llations aſcertaining the Odds. | 

V. To gain the Point, generally makes ten 
vints Difference; therefore when you diſcard, you 
buſt endeavour to gain it, but not riſque the lofing 


the Cards by ſo doing. 1 1 | 
| I, The 


and other Cafes, you may have Recourſe to the Cal. 


1 
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VI. The, ſaving of your Lurch, or the Jurchirg 
of your Adverſary, is fo material. chat you ought 
| _—_ to riſque ſome Points to accompliſh either of 
VII. If yon have fix Tricks, with any winning 
Card in your Hard, never fail playing that Card; 
becauſe. atleaſt, you play eleven Points to one again 
yourſelf by ſo doing, unleſs in Play you diſcover 
What Cards your Adverſary has laid out. 
VIII. It you are greatly advanced in the Game, 
as ſuppoſe you are eighty to fifty, in that caſe it i 
your Intereſt to let your Adverſary gain two Points 
for your one as often as you can, eſpecially if the 
next Deal you are to be Elder-hand ; but if on the 
contrary you are to be Younger-hand, and are 
eighty- ſix to fifty or ſixty, never regard the loſing 
two or three Points for the gaining of one, be— 
cauſe ther Pat brings you within your ſhew, 
IX. The Voonger-hand is to play upon the de- 
fenſive; therefere, in order to make his. thirteen 
Points, he is to earry | Trerces, Qnarts, and eſoe- 
cially to ſtrive for the Point: But ſuppole hin 
to have two Tierces, from a King, Queen, or Knave, 
as it is twenty-nine to twenty-eig.it that he {uc- 
ceeds, he having in that Caſe fou: certain Cards 
to take in to make him a Qui to either of hem, 
and, perhaps, thereby ſave a Pigar, &c. he ought 
eferably to go for that which, he has the not 
hance to ſucceed in: hu if, inſtead of this e. 
thod of Play, he has ivrce Qu-ens, Knaves, or 
Tens, and ſhbuld atte apt to carry any of them 
preferably to the others, tne Odds that he does 


not ſucceed being ſeventeen to three «gainlt him, 


he conſequently diſcards to a great Daene I" | 


pot to call three 


% 
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X. The Eldet-or Younger hand is ſometimes to 


ink one of his Points, a Trerce or three Kings, 
Queens; Knaves,' or Tens, in Hopes of winning 
the Cards; but that is to be done with Judgment, 
and without heſitating. et een 
XI. It is often good Play for a Vounger. hand 
Queens, Knaves,' &c. and to fink 
one Card of his Point, which his Adverſary may 
fappoſe to be a Guard to a King or Queen, 
XII. The Younger-hand having the Cards equal 
y dealt him, is not to take in any Card, if thereby 
he rus the Riſque of loſing them, unleſs he is very 
backward in the Game, and has then a Scheme for a 
great Game. 11 0870 e Ts 5 
XIII. If the Voupget-hand has a Probability of 
faving or winning the Cards by a deep diſcard; as, 
for Example, ſuppoſe he. ſhould have the King, 
Queen, and Nine of a Suit; or the King, Knave, 
and Nine of a Suit; in this Caſe he may diſcard el- 
ther of thoſe Suits, with a moral Certainry of not 
being attacked in them; and the Odds that he does 
uke in the Ace of either of thoſe Suits being againkt 
him, it is not worth his while to diſcard otherwiſe 
in Expectation of ſucceeding, | N 
XIV, The Younger hand having three Aces dealt 
lim, it is generally his beſt Play to throw out the 
fourth Suit. bo oe. LA LE 
XV. The Younger-hand is generally to carry 
Guard to his Queen-ſuits, in order to make Points, 
ad to ſave the Cards. OY 2 eta 
XVI. When the Younger-hand obſerves that the 
Eder-hand, by calling his Point, has five Cards, 
Which will make five Tricks in Play, and may have 
tie Ace and Queen of another Suit, he ſhould 
row away the Guard to that King, eſpecially if he 
0. 
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bas put out one of that Suit, which will give him 2 
even Chance of ſaving the Cards. 
XVII. If the Elder hand has a Quart to a King 
dealt him, with three Kings and three Queens (in. 
_ cluding the King to his Quart) and that he is obliged 
to difcard either one of his Quart to the King, or ty 
diſcard a King or Queen; 
Quere. Which is beſt for him to diſcard? 
Ansauer. The Chance for taking in the Ace c 
Nine to his Quart to a King, being one out of tus 
certain Cards, is exactly equal to the taking either; 
King or a Queen, baving three of each dealt him; 
therefore he is diſcard in ſuch a Manner as gives 
him the faireſt Probability of winning the Cards, 
The fotegoing Caſe may be a general Direction to 
diſcard in all Caſes of the like Nature, either for the 
Elder or Younger Hand. | 3 


XIII. Suppoſe the Elder hand has taken in his 


"five Cards, and that he bas the Ace, King, and 
Knave of a Suit, having diſcarded two of that Suit; 
he has alſo the Ace, King, Knave, and two {mall 
Cards of another Suit, but no winning Cards in ti 
other Suits; | | | 
Quere. Which of theſe Sui's is he to play from 
in order to have the faireſt Chance of winning 0 
ſaving the Cards? = 
Anfaber. He is always to play from the Suit 0 
- which he has the fewelt in Number; becauſe, if lg 
finds his Adverſary guarded there, the Probabiliy! 
in his Favour that he is ungua: ded in the other Suit 
and ſhould he play from the Suit of which he h 
the moſt in Number, and finds his Ad verſar) 
Queen guarded, in that Caſe he has no Chance t 
ſave or win the Cards. bir 


MO ar — —äöm— 
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XIX. If the Elder-hand is ſure to make the Cards 
qual, by playing of them in any particular Manner, 
and is advanced before his Adverſary in the Game, 
te is not to riſque the loſing of them; but if his Ad- 
erfary is greatly before him, in that Caſe it is his 
Intereſt to riſque the loſing of the Cards, in Expece 
ation of winning them. 


8 Particular RuLEs and CASES. 
ra OUPPOSE you are Elder-hand, and that you 
IM; have dealt you a Quart- Major, with the Seven 


and Eight of Clubs, the King and Ten of Diamonds, 
the King and Nine of Hearts, with the Ten and 
Nine of Spades ; | | 
Quere, Whether you are to leave a Card, by 
arrying the Quart-Major and two more of the ſame 


throw cut one Card of your Point ? 
Point, there is a Poſſibility that you reckon only five 


Points, and that your Adverſary may win the Cards, 
by which Event he gets eleven Points, beſides his 


that one Card of Conſequence lies in the five Cards 


Card: The Odds are alſo greatly in your Favour, 
that you take in ſome one of the following Cards in 


three Aces, and one King. 


and four ſmall Cards of any Suit, with two other 


Suit for the Point, with two other Kings; or to 


Anſaver, If you throw out one Card of your 


three Aces, Ic. which gives you a bad Chance for 
the Game : But by leaving a Card, and admitting 


which you are entitled to take in, it follows, that 
jou have four Chances to one againſt leaving that 
Card, and conſequently it 1s your Intereſt to leave; 
your four Cards, wiz. there are two to your Points, 


II. If you ſhoald happen to have the Ace, king. 
Kings, 
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Kings, and no great Suits againſt you, the like Me. , 
thod of the former Cafe may be practiſed. of 
III. Suppoſe you ſhould have the King, Queen, of 
and four ot the imalleſt Clubs, che King and Queen Wt! 
of Diamonds, the Ace and Knave of Hearts, and WI: 
the King and Nine of Spades 
zere, How are you to diſcard, with a Probabi. Ei 
lity of making the moſt Points ? of 


Anſwer, . You are to throw out the Queen aid 
four ſma!l Clubs, and to carry three entire Suits, | 
with the King of Clubs; for this Reaſon, beczuſe a 
the Chance for your taking in the fourth King is Miſe: 
exactly the ſame as the Chance of taking in the Ace WW") 
of Clubs; in either. of which Caſes it is three to 
one againſt you: But if you fail of taking in the {ſſo 
fourth King, by diicarding thus, you have a f:ir Wo: 
Chance to win the Cards, which will probably male te 
twenty-two Points Difference. | But ſhould you di- of. 
card with an Expectation of taking in the Ace of \ 
Clubs, and ſhould happen to fail, you being obliged 
to throw out ſome of your great Cards, you would 
have a very diſtant Chance of either ſaving or win- 
ning the Cards, TR | 

IV. Suppoſe you ſhould have the King and Queen 
of Clubs, a Tierce- Major in Diamonds, * and 
Knave of Hearts, and a Quint from the Knave of 
Spades; N 4 27 | 
Quere. How are you to diſcard, with a Probs- 

bility of making the moſt Points ? 
- Anſwer. You are to throw out a Quint to a 
Knave in Spades, in order to make the moſt Points; 


becauſe, let us admit that your Qint is good for i 
every Thing after you have taken in, you in that 


Caſe only ſcore nineteen Points if you carry it, an 
3 | CU .4 Yu! 
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jou probably give the Cards up, and alſo the Chance 
of the Duatorze of Queens, beſides a great Number 
of Points in Play; and conſequently, by carrying 
the Quint, you would diſcard to a great Difad- 
vantage. | 5 TIO. | 

V. Suppoſe you have the King, Qreen, Seven, 
bi. Fight, an Nine of Clubs; the Queerr and'Knave 


of Diamonds; the Quern, Ten, and Nine of Hearts, 


with the Ace and Nine of Spades; | 

i  2zcre, How are you to difcard? © #4 
Aer, You are to diſcard the King, Seven, 
Fiht, and Nine of Clubs, and the Nine of Spades; 
Ace by which Means you do not only-go for three Suits, 
but you have the ſame Chance for taking in the 


the Mfourth Queen, as you would have to take in the 


leit Ace of Clubs : Beſides, the Probability of winnin 


cake ſite Cards is greatly in your Favour by this Method 


dif. Wot diſcarding. 


«MM VI. Suppoſe you have the Queen, Ten, Nine, 


gd kight, and Seven of Clubs; the Knave and Ten of 


dd Diamonds; the King, Queen, and Knave of Hearts, 
vin. With the Ace and Nine of Spades 

Quere. How are you to diſcard? | 
A fuer. You are to diſcard the five Clubs; be- 
zuſe it is three to one that you do not take in the 
Knave of Clubs ; and the catrying three entire 


Points, | n 
VII. Suppoſe you have the Ace, Queen, and 
nave of Clubs: the King, Queen, and Knave of 


to 23 
nts; Mimonds; the Queen and Knave of Hearts, with 
ere Ten, Nine, Eight, and Seven of Spades; 

that Drere, How arey ou to di ſcard? | 


and | Anfaver.. 


—— 
2 2 A 2 4, PR 
— TI * n K a 2 
by 9 e 


duts gives you a fairer Chance to ſcore more 


45 
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 Fnfwer. . You are to diſcard the Ace of Club; 
and the four Spades, becauſe it is only five to {our 
but that you take in a Queen or a Knave; it is 2ʃ00 
about three to two that you take in an Ace; Yyg 
have alſo three Cards to your Fierce to a King 0 
take in, wiz. the Ace and Jen, or the Ten and 
Nine, to make you a Quint; all which Circun. 
ſtances conſidered, ycu have a fair Probability of 


making a great Game: Whereas, if you ſhould 

leave a Card, by throwing out the four Spades only, 

you run the riſque of leaving one of the following | 
Cards, wiz. the King of Clubs, the Ace of Di- 
monds,. the Ace, Queen, or Knave of Spades; in [ 
any of which Caſes you would probably loſe mere t 
Points than by chrowing out the Ace of Clubs; and 

if you ſhould carry two Suits, wiz, three Clubs, d 
three Diamonds, and the Queen ot Hearts, you un £ 
the Riſque of putting out fourteen Points; and it is M 


only five to four againſt your taking in a Queen or a 
Knave, and therefore you would diſcard to a great ſu 
Diſad vantage. | | 
VIII. Suppoſe you have the King, Queen, and WU 
Ten of a Suit, and that ycur Adverſary has the Ace, 
Knave, and one ſmall Card of that Suit; and that 
| you have only thoſe three Cards left, and you are 
to make three Points of them; | | 


- Duere, What Card are you to play? 4 
Anſwer. You are to play the Ten, Fen, 
IX. Suppoſe you have the Ace, Queen, Ten, tak i 
and Nine of Clubs, alſo the King, Queen, Ten, WM t 
and Nine of Diamond; ; „ 
Quere. Which of theſe Suits are you to carty, in 3 
order to have the faireſt Probability of ſcoring the = 


greateſt Number of Points? 
5 Anſauir. 
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Anſwer, You are to carry the King, Queen, 
Ten, and Nine of Diamonds, becauſe the Chance 
of taking in the Ace of Diamonds is exactly equal 
to that of taking in the King of Clubs; and allo the 
Chance of taking in the Knave of Diamonds is equal 
to that of taking in the Knave of Clubs; by which 
Manner of diſcarding you have a Probability of 
ſcoring fifteen Points for your Quint in Diamonds, 
inſtead of four Points for the Quart in Clubs; and 
the Chance for winning the Cards is better, becaufe 
by taking in the Ace of Diamonds you have ſeven 
Tricks certain, which cannot happen by taking in 
the King of Clubs. | = 

X. Suppoſe you have four Aces and two Kings 
dealt you Younger-hand, in order to capot the 
Elder-hand, you are to make a deep Diſcard, ſuch 
a the Queen, Ten, and Eight of a Suit; by which 
Means, if you bappen not to take in any Card to 
ſuch Suit, you may probably capot the Adverſary. 

XI. Suppoſe Elder-band, that you have the Ace, 
Queen, Seven, Eight, and Nine of Clubs, alfo 
the Filly Knave, Seven, Eight, and Nine ef Dia- 
monds, | 5 8 

Quere, Which Suit are you to carry in order to 
make the moſt Points? „„ 

Anſwer, You are to carry the Ace, Knave, Se- 
zen, Eight, and Nine of Diamonds, becauſe the 
taxing in the King of Diamonds is equal to the taking 
in the King of Clubs, and conſe qently as good for 
winning the Cards; but you have the Chance of 
taking in the Ten of Diamonds to make you fifteen 
Foints, which Event cannot happen by taki ng In any 
one eertain Card in Clubs, = 

G Xi Spp- 


Diamonds, | 


Diamonds to make your fifteen Points, which Event 
cannot happen by taking in one certain Card in 
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XII. Suppoſe Elder-hand, that you have the 
Ace, Queen, Seven, Eight, and Ten of Clubs, 
alſo the Ace, Knave, Seven, Eight, and Ten of 


Quere. Which Suit is beſt to carry? 

Anſwer, You are to carry the Ace, Knave, Seven, 
Eight, and Ten of Diamonds, becauſe the Chance 
of taking in the King of Diamonds is equal to the 
Chance of taking in the King of Clubs, and conſe- 
quently as good for winning the Cards; but you 
have an additional Chance of taking in the Nine cf 


Clubs. 5 
XIII. Suppoſe you have the Ace, Queen, Ten, . 

and two more of a Suit; alſo the Ace, Queen, and 

Ten of another Suit only. And let us ſuppoſe that 

your Adverſary has ſnewn fix Cards for his Point; 

ſuppoſe the Ace, Queen, and four ſmall ones, and [ 


_ ſuppoſe you are guarded in that Suit; as ſoon as you HI 


have the Lead, you are to play from the Suit of 
which you have the feweſt in Number, becauſe if 


he is guarded in that Suit, he is probably unguarded V 
in the other Suit; but ſhould you begin with the 
Suit of which you have the moſt in Number, if he 
| happens to be guarded there, you have then n 
Chance to win the Cards; which may prove other- 


wiſe, if you begin with the Suit of which you bave 
the feweſt in Number, If he is guarded in both 
Suits, you have no Chance to win the Cards, 


Some 
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Game COMPUTATIONS, diredting, avith moral Cer- 
tainty, how to diſcard well any Hand. 
I, THE Chance of an Elder-hand's taking in one 
certain Card, is three to one againſt him, 
II. That of his taking in two certain Cards, is 18 
to m againſt him. 
III. I would know what are the Odds that an 
Elder-hand takes in four Aces? 


— EM IHE ' 
n 8 
„ e e 


Againſt him. For him. 
{i/w, That he takes in 4 


8 986 to 1 
ces, 18 — 

1, (At leaſt g of them, is about 18 16: 4 
d 4 pf them © > "SD 
at 1 of them 2 10 5 


nd IV. If an \ Elder has one Ace dealt him, 
ou What are the Odds that he takes in the other three ? 


: „ 11 Y Againſt him. For him. 
le fnſw. at he takes in | Xa 
the the 3 Aces —— * 8 
he ie leatt 2 of them, about . 

no 1 of them 

ner- 

ave I v. If an Elder- hand has two Aces dealt him, what 
20th Ne the Odds that he takes in the other two? 


Againſt him. For hun, 
w. That he takes in | 


I 

> 18 to N 
. other 2 Aces, is 

j 


leatt x of them, is near Ll 
% 4 apainit him, or 
| (3.2 
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VI. In Caſe the Elder hand has two Aces and two 
Kings dealt him, what are the Odds that he takes 
in either the two Aces or two Kings remaining? 


| Againſt him, For him, 
Anſiu. It i is about — 17 to 2 


VII. Elder-hand having 8 Ace nor King 
dealt him, what is his Chance to take in both an 
Ace and a wy, in 2, 3. 4» or's Cards ? 


Againſt him. For him. 


Anſaw. 8 2 Cards, is about i I 
In 3 Cards 1 

In 4 Cards — 9 an 5 
In 5 Cards 33 3¹ 7 
VIII. What are the Odds that a Younger-hanl f 

takes in two certain Cards ? 

| Againſt him, For him, . 
Anfev. | 1 5 
a 
What are the Odds that a Younger-band takes in ad 
three certain Cards ? Pc 
Againſt him. For him, Q 
Anſav. 1 * 
a 
IX. The v having no Ace dealt him, ; 
what Chance has he for his taking one? » 
ak 
| i | Againſt him, For him. Ace 
Anſw, It is — 28 to 29 tak 
ga 


X. If the Vounger. hand has one Ace dealt him, 
what a e the Odds of his taking in one or two of the 3paj 
three remaining Aces ? 

Aaſb. 


290 


Ne 
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Againſt him. For him. 


Anſww. That he takes in 
two of them, is about } ou N 
At leaſt one of them _ — 4 0 0 


XI. What are the Odds that the Younger-hand _ 


takes in one certain Card? e 


1 Againſt him, For him. 
Anſw, That he does not | 
take it in, is } 17 


What are the Odds of a Carte- Blanche ? 


Againſt him. For him. 


Anſw. — 1791 to * 


A EXPLANATION and APPLICATION of the forego- 


ing CALCULATION?, 


I. A8 by the firſt Calculation it is three to one, that, 

A being Elder-hand, you do*not take in one cec- 
tain Card ; you have, therefore, a better Chance of 
advancing your Game, by carrying two Suits for 
Points and the Cards, than by aiming at Que of 
Queens, Knaves, or lens. 

II. Second Calculation; to take in two certain 
Cards, Elder-hand, is 18 to 1 againſt you, 


Therefore ſuppoſe you have a Quart- Major, and 


two other Aces dealt you, the Odds that you do not 


take in the Ten to your Quart Major, and the other 


Ace, is eighteen to one againſt you; but that you 
take in one of them, is only twenty-one to ſeventeen 
2gainſt you. And ſuppoſe you have three Aces and 
tiree Kings dealt you, the Odds are cightecn to one 
againſt your taking in the other Ace and the other 


G 3 | King; 


y ** 1 4 c _ 
.. ne dat ara.” WAN. we” 


2 


How r 
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King; yet it is not much above five to four but that 
you take in one of them, This Example ſhews how 
you are to diſcard in Caſes of the like Nature, 

III. The Odds in taking in four certain Cards, 
as four Aces, &c. being nine hundred and fixty- 
eight to one by the third Calculation, is ſo great a 
Chance of not ſucceeding, that it is ſcarce worth 
further Notice, | Ln 

But to take in three Cards out of any four cer- 
tain Cards, Elder-hand, is only thirty-three to one 
againſt you, „„ 

Example. Suppoſe you have two Aces and two 
Kings dealt you, the Odds of taking in three cf | 
them out of four certain Cards, ſuch as two Kings | 
and one Ace, or two Aces and a King, are ory 
_ thirty-three to one againſt you, | 

But ſuppoſe you ſhould want to take in any two 
out of four certain Cards, ſuch as the Queen of t 
Clabs, the Ten of Diamonds, the Ace of Spades, ( 
and Knave of Hearts, being Elder-hand, it appears y 


by the Calculation to be three to one againſt you; WM 1: 
and the Odds are the ſame for any two out of four t 
certain Cards, | N at 

But if, being Elder hand, you only want ore e1 
Card out of four, the Odds are five to two in your to 
Favour that you take it in, Therefore, if you have R 


four Tens, or any inferior 24azorze dealt you, and 
no Ace, it is great Odds in your Favour, that, being 
Elder-hand, you take in one Ace, and ought to play 
your Game accordingly, But you muſt always con- 
ider the Diſad vantage either of loſing the Cards. ** 
running the Riſque of a Capot, which you run the 
Hazard of, by ſpoiling your Hand with keeping font 


Tens when they are not good, 1 
. 
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IV. By the fourth Calculation; if you have one 


ace dealt you, it is one hundred and thirteen to 


one that you do not take in three others ; forty- 
nine to eight, or about ſix to one, that you do 
not take in two out of three ; but that you take in 
one out of the three, is about three to two in your 
Favour, or one hundred and thirty-ſeven to ninety— 
one. | | | 

As for Examer.s, You have a Quart from a 
King, and two Kings more dealt you; as it is three 
to two that you take in either Ace or nine to your 
Quart to the King, or the fourth King, as you have 
the Chance of reckoning fourteen or fifteen Points 
by this Method of diſcarding, you ought to play ac- 
cordingly. And this Method ſhews ycu how to 
play any hand of the like Sort. 

But if you ſhould difcard with an Expectation of 
taking in two Cards out of three certain Cards, the 
Odds againſt ſuch an Event being above fix to one, 
your Game muſt indeed be very deſperate if you at- 
tempt to diſcard to that Purpoſe. The Chance of 
taking in three certain Cards, being one hundred 
and thirteen to one, is a very diſtant Chance; yet 


even ſuch does happen ſometimes, but ought never 


to be ventured upon, but when a Man has no other 
Reſource in the ſame, 

V. The fifth Calculation is that if you have rwo 
Aces dealt you, it is eighteen to one that you do 
not take in the two other Aces ; but only ſeventeen 
to twenty-one that you take in one of them, Let 
us illuſtrate the Uſe of this by an Example. Sup- 
pole you have a Quart-Major dealt you, and a 
<vart to a King, and that you are greatly behind 

| | | 4 | „Our 
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your Adverſary in the Game to take in the Ten 


to your Quart. Major is three to one againſt you; 


but to take in the Ace or Nine to your Quart to 
the Kiog, is only about five to four againſt you. 


Alio by the ſame Rule, ſuppoſe you have three 


Kings and three Queens dealt you, the Odds of 
your taking in both a King and a Queen, are e1yh. 
teen to one againſt you; but that of your taking 
one of them, is only fixe to four againſt you. 

All other caſes of the like Nature may be diſcar. 
ded by this Method of Calculation. 

VI. As by the fixth Calculation, it is ſeventeen 
to two that you do not take in two certain Cards 
out of four, ſuch as two Kings, two Queens, Os. 
you muſt not, therefore, confound this with the third 
Calculation, where the Odds are not above three to 
one that you take in two Cards out of the four, 

VII. Having neither an Ace nor a King dealt 


you, what are the Odds of your taking in both an 


Ace and a King in two, in three, in four, or in five 
Cards? -- - | EE 
Anſaver, To take in an Ace and a King; 
| Againſt you. For you, 


In 2 Cards 1s about —B i to 1 
In 3 Cards — — — o 
In 4 Cards — — 9 to 5 
In 5 Cards — — 33 to 31 


You may obſerve, by the foregoing Calculation, 
what are the Odds of taking in two, three, four, or 
five Cards out of any eight certain Cards, and con- 
ſequentiy diſcard to the greateſt Advantage, = 

| e 
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Ihe foregoing Calculation is either for the Elder 


or Vounger- hand. 
ExAMP LE. Let us ſuppoſe the Younger-hand to 
have two 2zatorzes againſt him, he may obſerve, 
that it is not above four to one but that he takes in 
one of each of them. 'The like Rule may ſecve for 
any other eight certain Cards. | | 
VIII. As by the eighth Calculation it is ſixty- 
two to one, that the Younger hand does not take in 
two certain Cards, which Event happening, he ought 
not therefore to run the Hazard of ſo great a Chance, 


but when his Game is deſperate, and does not pro- 
4 miſe him another Deal. | 


IX. By the ninth Calculation, as it is twenty- 
nine to twenty-eight that the Younger-hand takes 
in one Ace, having none dealt him; the Calcula- 
tion is the ſame for any Card out of four certain 


Cards. | 


As for EXAMPLE, Suppoſe you have two Puarts 
dealt you from the King or Queen of any Suit, it 
is the ſame Odds of twenty.nine to twenty-eight, 
but that you take in a Card to make one of them a 
2uint, and therefore you are to diſcard accord- 

* alſo, that you take in either Ace, King, Queen, 


or Knave of any one Suit, when a Pique or Repique 


is againſt you. 
X. The tenth Calculation is, that if the Young - 
er-hand has one Ace dealt him, it is twenty- 


one to one that he does not take in two Aces, 


and about three to two that he does not take in one of 
them; which Calculation holds good in the taking 
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in any three other certain Cards. Therefore, for 
Example, let us ſuppoſe, that as it is but three to 
two againſt the Younger-hand's taking in one Card 
out of three to ſave a Pique, or a Repique, it would 
generally be reckoned good Play, either to throw 
one from his Point, or diſcard a King, &c. for the 
Chance of ſuch an Event, 

XI. By the eleventh Calculation it is ſeventeen 
to three, Younger-hand, againit your taking in any 
one certain Card; therefore the Odds of not ſuc- 
ceeding in this Caſe are ſo greatly againſt you, that 
it ought not to be attempted, eſpecially if the win- 
ning or ſaving the Cards is riſqued by ſo doing, ex- 
cept in deſperate Caſes. 


CURIOUS and INSTRUCTIVE CASES, 


{. C UPPOSE you are a Younger-hand, and that you 
have the Queen, Knave, Seven, Eight, and 
Nine of Clubs; alſo the Seven and Eight of Dia- 
monds, the Seven of Hearts, and the Ten, Nine, 
Eight, and Seven of Spades, and that the Elder- 
het | = 1 
Quere. How are you to diſcard, to put it in the 
Power of the Cards to repique the Elder-hand ? 
Anſwer, You are to carry the five Clubs and the 
four Spades, and to leave a Card; and by taking in 
the Ace, King, and Ten of Clubs, you repique 
ran TT TEES 
JI. Suppoſe you have eight Clubs, the Ace and 
King of Diamonds, the Ace of Hearts, and the Ace 
of Spades; | 5 
Quere. Whether you repique the Vounger hand 


or not? 
Anſaber, 


«> e 
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Anſwer. The Younger- hand may have a Care- 
Blanche, by having three Quart from a Ten, which 
reckons firſt, and therefore is not repiqued. 

III. What is the higheſt Number to be made of a 
Pique? 

Anſwer. Eighty-two Points, 

What are the Cards which compoſe that Num- 


| ber ? 


| Anftver. A Quart-Major 1 in Clubs, a Onart- Ma- 


jor in Diamonds, Ace, King, and Ten of Heute 


with the Ace of Spades. 
This is only upon Suppoſition that the Quart- 
Major i is good for every Thing 


IV. What is the higheſt Number to be made of a | 


Repique and Capot ? 
Aafeber. A hundred and ſeventy Points. 
What are the Cards which compoſe that Num- 


ber? | 
Anſever. The four Tierce- Majors, which are ſup- 


poſed to be good for every Thing. 

V. Suppoſe you are Elder. hand, and that you 
want eight Points of the Game, and that the Young- 
er-hand wants twenty. three Points; and ſuppoſe you 
have dealt you the Ace; King, and Queen of Clubs; 
the Ace, King, and Ten of Diamonds; the Ace. 
Knave, and Nine of Hearts; the Knave, Nine, and 
Seven of Spades: 


Pere, How arè y6u to diſcard; to ptevent any 


Poffibility of the Younger-hand's making twenty— 
three Points, and he is not to reckon Carte Blanche? 

Anfwer, You are to diſcard the King and Queen 
of Clubs, and Knaye, Nine, and Seven of Spades, 


by which Method 'of n you are certain to 


make 
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make eight Points before the Younger-hand can 
make twenty-three Points. 


VI. Suppoſe you have the Ace, Queen, and 


Knave of Clubs, with the King and Ten of Dia- 
monds ; and ſuppoſe your Adverſary has the Ace, 
Queen, and Knave of Diamonds, and the King and 
Ten of Clubs, your Adverſary being to lead, is to 
make five Points, or to loſe the Game: 


Quere, How ſhall you play to prevent him from : 


making of five Points ? 

Anſwer. When he plays his Ace of Clubs, you 
are to play your King of Clubs; by which Means 
he can only make four Points, 

VII. 4and Bp lay a Party at Piquet. 

They are one Game each of the Party. 

A has it in his Power to win the ſecond Game; 
but then he is Younger-hand at the Beginning of the 
next Game. 

A has it alſo in his Power to reckon only ninety- 
nine Points of the ſecond Game, and B 1s to be 
ſeyenty : 

Quere. Whether it is A's Intereſt to win the ſe- 
cond Game, or not ? ? 


Anfaver, It is 4's Intereſt to win the ſecond | 
Game, in the Proportion of fourteen to thirteen in 


his F avour. 


"ER COMP UTATION 8 for 3 Wager. 


1. J T is five to four that the Elder-hand wins the 
| Game. | 
II. It is about two to one that the Elder-hand 


does not lureh the Vounger- hand. 


III. It 
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III. Ii is near four to one that the Younger-hand 
does not lurch the Elder-hand. 


* Suppoſe A and B make a Party at PIQUET. 


I; 4 has the Hand : what are the Odds that 4 
wins the Party ? 

Anfwer. About twenty-three to twenty. 

II. If A has one Game, and B one Game, he 
I who is Eldeſt-hand has above five to four to win the 

Party Ys | 

III. If 4 has two Games Love before they cut 
for the Deal, the Odds are above four to one that he 
wins the Party. 

IV. If A has two Games WE and A has the 
Hand, the Odds are about five to one that he wins 
the Party. | 

V. If B has the Hand when 41 is two 1 the 
Odds in Favour of A are about three and a half to 
one. 

VI. If 4 has two Games, and B one, before 
they cut, the Odds i in Favour of 4 are above two to 
one. 

VII. If A has the Hand, and two Games to one, 
the Odds are about eleven to four. 

VIII. If B has the Hand, when A has two Games 
N one, the Odds in Favour of 4 are about nine to 
Ve, 

1X, 4 is one Game Love, and Elder-hand, 
s Odds -in Favour of 4 are about ſeventeen to 
even, 

X. If 4 has one Game Love, and Younger« 
hand, the Odds in Favour of 4 are about two to 


one, 
LAWS 
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er Elder- hand is W to lay out ore 
i. 

II. If the Elder-hand takes in one of the three 
Cards which belong to the Younger: hand, he loſes 
the Game. 

III. If the Elder- hand, in taking his five Cards, 
ſhould happen to turn up a Card belonging to the 
Younger-hand, he is to reckon nothing that Deal. 

IV. If the Elder or Younger-hand play with 

thirteen Cards, he counts nothing. 

*. If the Elder-band has thirteen Cards dealt 
him, it is in his Option whether he will ſtand the 
Deal or not; and if he chuſes to ſtand the Deal, he 
is to diſcover it, and to diſcard five Cards, and to 
take in four only. Fo 

VI. If the Elder or Younger: hand der dom what 
they have not, they count nothing. } 

VII. If the Elder-hand touches the Stock after he WW © 
has diſcarded, he cannot alter his Diſcard, 

VIII. If a Card is faced, and it happens to be n 

_ diſcovered, either in the dealing or in the Stock, 
there muſt be a new Deal, unleſs it be the bottom h 
Card. fc 

IX. If the Dealer turns up a Card! in dealing be · c 
longing tothe Elder-hand, it is in the Option of the ac 
Elder-hand to have a new Deal. 

X. If the Younger-hand takes in five Cards, it i- C 
the Loſs of the Game, unleſs che Elder-hand has left ih 
two Cards. N | 

XI. If the Elder-hand calls forty-one for his Point, 


wan — to be a Quari. Major, and it is allowed 


FF G 
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to be good, and only reckons four for it, and plays 
away, In this Caſe he is not entitled ro count more, 

XII. If the Elder-hand ſhews a Point, or a Quart, 
or Tzerce, and aſks if they are good, and afterwards 
forgets to reckon any of them, it bars the Younger- 
hand from reckoning any of equal Value. | 

XIII. Carte-Blanche counts firſt, and conſe- 
quently faves Piques and Repiques. It alſo piques 
and repiques the Adverfary, in the ſame Manner, as 
if thoſe Points were reckoned in any other Way. 

XIV. Carte-Blanche reckons before any Thing 
elſe, hut need not be ſhewn till the Adverſary has 
firſt diſcarded ; only, if you are Elder-hand, you 
muſt bid the Younger-hand to diſcard for Carte- 
Blanche; which, after he has done, you ſhew your 
Blanche by counting your Cards down one after an- 
other, | | 1 
XV, You are to cut two Cards at the leaſt. 

XVI. If you call a Point, and do not ſhew it, 
you reckon nothing for it; and the Vounger- hand 
may ſhew and reckon his Point. = obj <A 

XVII. If you play with eleven Cards, or fewer, 
no Penalty attends it, 

XVIII. If the Elder-hand leaves a Card, and after 


he has taken iti, he happens to put to his Diſcard the 


four Cards taken in, they muſt remain with his Diſ- 
card, and he only play with eight Cards, viz, thoſe 
added to his Diſcard. - | | 
XIX. If the Younger-hand leaves a Card or 
Cards, and mixes it with his Diſcard before he has 
ſhewn it to the Elder-hand, who is firſt to tell him 
what he will play, the Elder-hand is entitled to ſee 
his whole Diſcard, ” 
| RE XX. If 


XX. If the Younger: hand leaves a Card or Cards, 

and does not ſee them, nor mixes them to his Diſ. 
card, the Elder-hand has no Right to ſee them; but 
then they muſt remain ſeparate whilſt the Cards are 
| playing, and the Ycunger hand cannot look at them 
neither all that while. 
XXI. If the Younger-hand leaves a Card or 
Cards, and looks at them, the Elder hand is entitled 
to ſee them, firſt declaring what Bun he will 
lead. 
XXII. If the Dealer deals a Card too many, or 
too few, it is in the Option of the Elder-hand to 
have a new Deal; but if he ſtands the Deal, he 
muſt leave three Cards for the Younger-hand, 

XXIII. You are, in the firſt Place, to call your 
Point; and if you have two Points, if you deſign 
to reckon the higheſt, you are to call that firft, and 
are to abide by your firſt Call. 

XXIV. You are to call your Tierces, Dart, 
Quinte, Fc. next; and to call the higheſt of them, 
in caſe you deſign to reckon them. 

XXV. You are to call a Zzatorze preferable to 
three Aces, &c, if you deſign to reckon them. 

XXVI. If you call a Tierce, having a Quart in 
your Hand, you muſt abide by your firſt Call. 
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Tu GAME OE CHESS. 


HE Cheſs. Board contains f ixty-four Squares. 

T he King and his Officers, being eight 

Pieces, are placed upon the firſt Line of the Board, 

the white Corner of it being towards your Right- 
hand, 

The white King muſt be upon the fourth black 
Square, The black King upon the fourth white 
Square: Oppoſite to each other, 

The white Queen muſt be upon the fourth white 
Square, on the left of her King. The black Queen 
3 the fourth black Square, on the Right of her 

ing. | 
The Biſhops muſt be placed on exch Side of the 
King and Queens 

The Knights muſt Rand on each Side of the 


Biſhops, 


The Rooks in the two „ of the Board, next 
to the Knights. 


The eight Pawns, to be placed upon the eight 


Squares of the ſecond Line. 


The Pieces, and Pawns, on the ſide of the King, 


take their Names from him, as thoſe on the Side of 
the Queen do from her, and are called the Pawns 


of the Biſhop of the King, or of Fe Biſhop of the 
The 


Queen, &c. 
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The Squares are named from the Pieces, vi:, 
Where the King ſtands, is called the Square of the 
King; Where his Pawn ftands, is called the ſecond 
Square of the King; that before the Pawn is called 
the third Square of the King, that beyond it is call. 
—_ fourth Square of the King, and ſo of all the 
. 5 

The King moves every Way, but only one 
Square at a Lime. 1 5 
The King may leap once in the Game, either on 
his own Side, or on the Side of his Queen, (viz, 
the Rock is moved into the next Square to the King; 
and the King moves to the Square on the other Side 
of him, which is alſo called caſtling:) Provided 
nevertheleſs no Piece is between him and the Rock; 
nor after this Rock hath been moved; nor after the 
King hath been moved; nor when the King is in 
Check; nor when the Square, over which he means 
to leap, is viewed by an adverſe Man, who would 
check him in his Paſſage, | 

The Kings muſt always be one Square diſtant from 
each other, | 

The Queen hath the move of the Rook, and the 
Biſhop. She moves in a ſtraight Line, and alſo an- 
gularly. EE. 

The Biſhops move only angularly, : 
The Knights move obliquely, upon every third 
Square, including that which they ſtood on, from 
black to white, and from white to black, over the 
Heads of the Men. 

The Rooks move in a right Line. 

A Pan moves in a ſtraight Line forward, and 
takes the Enemy angularly. He may be moved two 
Squares the firſt Move, of 
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If the Square orer which your Pawn leaps, is 


| viewed by a contrary Man, that Man may take the 


Pawn in his Paſſage, and then he muit place himſelf 
in the Square over which the Pawn leaps, 

After the firſt Move, a Pawn can only move one 
Square at a Time. All the reſt of the Men move 
forward or backward. | | | 

When a Pawn gets at the Head of the Board up- 
on the firſt Line of the Adverſary, he may be chang- 
ed for any one of the Pieces, which you have loſt in 
the Courſe of the Game. 

The Men take the Adverſary's Men, who ſtand 
in their Way, provided the Road lies open to them; 
or they may refuſe it if they think proper. 

You muſt ſet down your Man in the ſame Square 
in which you take the contrary Man, = 
The men can move the whole Length or Breadth 
of the Board, or from one Angle to the other, ex- 

cept the King, Knights, and Pawns, . 

When the Adverſary King is in a Situation to be 
taken by you, you muſt ſay Check to him; by which 
you give him warning to defend himſelf, either by 
changing his Place, or by covering himſelf with 
one of his own Men, or hy taking the Man who 
aſfaults him: if he can do none of theſe Things, he 
is check-mated, 

The King cannot change his Square, if he by fo 
doing goes into Check, = | 

When the King has no Man whom he can play, 
and is not in Check, yet is ſo blocked up, that he 
cannot move without going into Check, this Poſi- 
tion is called a Stale- Mate. In this Caſe the King 
ho is ſtale- mated wins the Game, 2 
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RULES and OBSERVATIONS for, CHESS, 
I. Ya ought to move your Pawns before you 


ſtir your Pieces, and afterwards to bring out 

your Pieces to ſupport them; therefore the Kings, 

Queens, and Biſhops Pawns ſhould be the firſt played, 
in order to open your Game well. 

II. Vou are not, therefore, to play out any of 


vour Pieces early in the Game, becauſe you thereby 


loſe Moves, in caſe your Adverſary has it in his 
Power, by playing a Pawn upon them, to make 


them retire, and alſo opens his Game at the ſane, 


Time; eſpecially avoid playing your Queen out, 
till your Game is tolerably well opened, 
III. Avoid giving uſeleſs Checks, and never give 


any unleſs you thereby = ſome Advantage, be- 


cauſe you may loſe the 
or drive your Piece away, | | 
IV. Never crowd your Game by having too many 
Pieces together, for fear of choaking up your Pal- 
ſage, ſo as to hinder your advancing or retreating 


ove if he can either take 


your Men as occaſion may require. | 


V. If your Game happens to be crowded, endea- 


vour to free it by making Exchanges of Pieces or 


Pawns, and caſtle your King as ſoon as you conie- 
niently can. „ 

VI. Endeavour to crowd the Adverſary's Game 
which is to be done thus: When he plays out his 
Pieces before he does his Pawn, you are to attack 
them as ſoon as you can with your Pawns, by 
which you may make him loſe Moves, and conſe- 
quently crowd him | 
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VII. Never attack the Adverſary's King without 
a ſufficient force; and if he attacks your King, 
and you have it not in your Power to attack his, 
you are to offer exchanges with him ; and if he re- 
tires, when you preſent a Piece to exchange, he may 
loſe a Move, and conſequently you gain an Ad- 
vantage, | - | 
VIII. Play your Men in ſo good Guard of one 
another, that if any Man you advance be taken, the 
adverſe Piece may alſo be taken by that which 
guarded yours; and for this Purpoſe, be ſure to 
have as many Guards to your Piece, as you ſee 
your Adverſary advances Pieces upon it; and if you 
can, let them be of leſs value than thoſe he aſſails 
with. If you find that you cannot well ſupport 
your Piece, ſee if by attacking one of his that is 
better, or as good, you cannot thereby ſave yours, 
IX, Never make an Attack but when well pre- 
pared for it, nor give uſeleſs Checks, for thereby 
you open your Adverſary's Game, and make him 
ready prepared to pour in a ſtrong Attack upon you, 
as ſoon as your weak one is over. | 
X, Never play any Man till you have examined 
whether you are free from Danger by your Adver- 
ſary's laſt Move; nor offer to attack till you have 
conſidered what Harm he would be able to do you 
by his next Moves, in Conſequence of yours, that 
you may prevent his Deſigns, if hurtful, before it 
be too late. GEN gt | | 
XI. When your Attack is in a proſperous Way, 
never be diverted from purſuing your Scheme (if 
poſſible) on to giving him Mate, by taking any 
Piece, or other Advantage, your Adverſary may 
purpoſely throw in your Way, with the Intent 
that 


142 RuLes Vr CHESS. 


that by your taking that Bait he might gain a More 
that would make your Deſign miſcarry, 

XII. When you are purſuing a well. laid Attack, 
but find it neceſſary to force your Way through your 
Adverſary's Defence, with the Loſs of ſome Picces ; 
if, upon counting as many Moves forward as you 
can, you find a Proſpect of Succeſs, ruſh on boldly, 
and ſacrifice a Piece or two to gain your End: Theſe 
bold Attempts make the fineſt Games. | 

XIII. Never let your Queen ſtand ſo before your 
King, as that your Adverſary, by bringing a Rook 
or a Biſhop, might check your King if ſhe were 
not there, for you might hardly chance to ſaye 
her. 5 

XIV. Let not your Adverſary's Knight (eſpe- 
cially if duly. guarded) come to check your King 
and Queen, or your King and Rook, or your 
Queen and Rook, or your two Rooks, at the ſame 
Time ; for in the two firſt Caſes, the King being 
forced to go out of Check, the Queen or the Rook 


maſt be loſt; and in the two laſt caſes, a Rook mult 


be loſt, at beſt, for a worſe Piece. 
XV. Take Care that no guarded Pawn of your 
Adverſary's fork two of your Pieces. | 
XVI. When the Kings have caſtled on different 
Sides of the Board, the Adverſary muſt advance 
upon the other King the Pawns he has on that Side 
of the Board, taking Care to bring his Pieces, 
_efpecially his Queen and Rooks, to ſupport them; 


and the King that has caſtled, is not to ſtir his 


three Pawns till forced to it. | | 
XVII. In playing the Game, endeavour to have a 
Move as it were in Ambuſcade; what is meant 
by it is, to place the Queen, Biſhop, or _ 
| „„ | in 
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wind a Pawn, or a Piece, in ſuch a Manner, a3 
hat upon playing that Pawn, or Piece, you diſcover, 
i Check upon your Adverſary's King, and conſe- 


gzently may often get a Piece, or ſome other Ad- 


rantage by it. NN OS 
XVIII. Never guard an inferior Piece with 2 
hetter, if you can do it with a Pawn, becauſe that. 
better Piece may in that Caſe be, as it were, out of 
play; for the ſame Reaſon, you ought not to guard, 
: Pawn with a Piece, if you have it in your Power 
o guard it with a Pawn. „ 
XIX. A Pawn paſſed, and well ſupported, often 
colts the Adverſary a Piece. And if you play to 
win the Game only, whenever you have gained a 
Pawn, or any other Advantage, and are not in Dan- 


ger of long the Move thereby, make as frequent 


Exchanges of Pieces as you can. 15 
XX. If you have three Pawns each upon the 


| Board, and no Piece, and you have one of your 


Pawns on one Side of the Board, and the other two 
on the other Side, and your Adverſary's three Pawns 
are oppoſite to your two Pawns, march with your 
King, as ſoon as you can, to take his Pawns; and 
if he goes with his King to ſupport them, go on to 
Queen with your ſingle Pawns; and if he goes to 


hinder him, take his Pawns, and puſh the others 
o Queen, This ſhews the Advantage of a paſſed 


Fawn. , 

XXI. At the latter End of a Game, each Party 
taving only three or four Pawns on different Sides 
of the Board, the Kings are to endeavour to gain the 
Move, in order to win the Game, For Example : 
if ysu bring your King oppoſite to your Adverſary's 

= King, 
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King, with only one Houſe between you, you will 
bave gained the Move. > LT 

XXII. When your Adverſary has his King and 
ene Pawn on the Board, and you have your King 
only, you will never loſe that Game, if you can 
bring your King to be oppoſite to your Adverfary's, 
when he is immediately either before or on one 
Side of his Pawn, and there is only one Houſe be. 


_ tween the Kings. 


XXIII. When your Adverſfary Fas a Biſhop and 


one Pawn on the Rook's Line, and his, Biſhop 1s not 


of the Colour that commands the Corner- houſe his 
Pawn is going to, and you have only your King, if 
you can get into that Corner, you cannot loſe that 
Game, but may win it by a Stale, | 
XXIV. When you have greatly the Diſadvantage 


of the Game, having only your Queen left in Play, | 


and your King happens to be in the Poſition of 
Stale-Mate, keep giving Check to your Adverfary's 


King, always taking Care not- to check him where 
he can interpoſe any of his Pieces that make the 


Stale ; ſo doing, you will at laſt force him to take 


your Queen, and then you win the Game by being 


in a Stale-Mate. 8 
XXV. Never cover a Check with a Piece that a 


Pawn puſhed upon it may take, for fear of only 


getting that Pawn for it. | | 
XXVI, Always take Care that your Adverſary 


King has a Move, for fear of giving a Stale-Mate; 


therefore do not crowd him up with your Pieces, 


leſt you inadvertently give one. 


Exfla- 
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Lxblanations and Applications of Jome of the ore going 
| _ _ RuLes and OBSERVATIONS, | 


[, HETHER you play the open Game, or the 

cloſe Game, be ſure you bring out all your 
pieces into Play before you begin to attack; for if you 
do not, and your Adverſary does, you will always at- 
tack, or be attacked, at a great Diſadvantage : This 
is ſo efſential, that you had better forego an Advan- 
tage than deviate from it; and I may venture to 
pronounce, that no Perſon can ever play well at this 
Game, that does not put this Rule ſtrictly in Prac- 
tice: and do not let any Body imagine, that theſe 
preparatory Moves are uſeleſs, becauſe he does not 
receive an immediate Advantage from them ; they 
are juſt as neceſſary, as it is at Whilſt to deal thirteen 
Cards round before you begin to play. In order to 


bring out your Pieces properly, I would adviſe to 


puſh on your Pawns firſt, and ſupport them with 
your Pieces; and you will receive this Advantage 
from it, that your Game will not be crowded: 1 
mean by this, that all your Pieces will be at Liberty 
to play and aſſiſt each other, and ſo co-operate to- 
wards obtaining your End: and this farther is to 
be obſerved, that, either in your Attack or Defence, 


you bring them out ſo as not to be drove back 


again. = 
II, When you have brought out all your Pieces, 
s have premiſed, which you will have done very 
well, eſpecially, if you have your Choice on which 
Vide to caſtle (which I would always adviſe to do) I 
would then pauſe a while, and conſider thoroughly 
my own and my Adverſary's Game, and from his 
5 Situation, 
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Situation, and obſerving where he is weakeſt, ] 
would not only take my Reſolution where to caltle, 
but likewife where to begin my Attack; and it 
ſtands to Reaſon you cannot do it in a better Place 
than where you are ftrongeſt, and your Enemy 
weakeſt, By this Method, it is very probable that 
you will be able to break through your Adverſary's 
Game, in which Fray ſome Pieces muſt of Courſe 
be exchanged. But now pauſe again and ſurvey 
both Games attentively, and do not let your Im- 
petuoſity hurry you on too far with this firſt Succeſs; 
and my Advice to you now in this critical Juncture 
(eſpecially if you ſtill find your Adverſary pretty 
ſtrong) is to rally your Men again, and put them in 
good Order for a ſecond or third Attack, if needful, 
ſtill keeping your Men cloſe and connected together, * 
ſo as tc be of Uſe to each other: For want of this bap 
Method, and a little Coolness, I have often ſeen an 900 
almoſt ſure Victory ſnatched out of a Player's [ 
Hands, and a total Overthrow enſue. But if, after Ad, 
all, you cannot penetrate ſo far as to win the Game, 
nevertheleſs, by obſerving theſe Directions, J appre- 
hend you may ſtill be very ſure of having a well- 
_ diſpoſed Game; and this brivge me to the third 
Part of the Game, which is the Concluſion. 
III. And now that I am come to the laſt Period 
of the Game, which abounds alſo with Difficulties 
and Niceties, it muſt be obſerved, where your 
Pawns are ſtrongeſt, beſt connected together, and 
neareſt to Queen, you muſt likewiſe mind how your 
Ad verſary's Pawns are diſpoſed, and in what Degree 
of Preferment they are, and compare theſe Things 
together; and if you find you can get to Queen 


before him, you muſt proceed without — 


9 
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if not, you muſt hurry on with your King to pre- 
rent him: I ſpeak now, as ſuppoſing all the Noble- 
men are gone; if not, they are to attend your 
Pawns, and likewiſe to prevent your Adverſary 
from going to Queen, | 


Sm: general Rus, by Way of Corroboration and 
Supplement to what has been already ſaid, 


. TIES be too much afraid of loſing a Rook 
| for an inferior Piece: My Reaſon is this; 
1 although a Rook is better than any other, except the 
Veen, yet it ſeldom comes into Play, fo as to 
, operate, until the end of the Game; and therefore it 
$ 

n 


happens very often, that it is better to have a leſs 


good Piece in Play than a better out. 

$ II. When you have moved a Piece, ſo that your 
Ct WW Adverſary drives you away with a Pawn, take it for 
© Whrranted (generally ſpeaking) that it is a bad Move, 


2 your Enemy gaining that double Advantage over 


J. you of advancing himſelf, and making you retire; 
| think this deſerves Attention; for although the 
irt Move may not be much, between equal and 
pod Players, yet the Loſs of one or two more, after 
the firſt, makes the Game almoſt irretrievable. 


ur Also, if you defend and can recover the Move, or 
" de Attack (for they both go together) you are in a 
Ju 


ar Way of winning. 
III. Tf you make ſuch a Move as that, having 
Liberty to play again, you can make nothing of it, 
de it for granted, it is an exceeding bad one; 
ir at this nice Game no Move can be indiffe- 
„ | 


. IV. If 
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IV. If your Game is ſuch, that you have ſcarce 
any Thing to play, it is your own fault, either for 
having brougnt out your Pieces wrong, or, which is 
worſe, not at all; for if you have brought them out 
right, you muſt have Variety enough to play, 

V. Don't be too much afraid of doubling 4 
Pawn ; three Pawns together are ſtrong, but four, 
that make a Square, with the Help of other Pieces, 
well managed, make an invincible Strength, and 
probably, in Time of Need, may produce you a 
| Queen : on the other Side, two Pawns, with an In- 
terval between, are no better than one; and if, im- 
pfrudently, you ſhould have three over each other in 
a Line, your Game cannot be in a worſe Situation: 
Examine this on the Table, and the Truth of it will 
ſtrike you. Your Buſineſs therefore is, to keep 
your Pawns cloſe cemented and connected together; 
and it muſt be great Strength on the other Side that 
can overpower them. 1 

VI. When a Piece is ſo attacked as that you can- 
not ſave it, give it up, and beſtow your Thoughts 
how .to annoy your Enemy in another Place, whill 
he is taking it; for it very often happens, that 
whilſt your Adverſary is running madly after a 
Piece, you either get a Pawn or two, or ſuch a 
Situation as ends in his Deſtruction, 

VII. Suppoſing your Queen and another Piece 
are attacked at the ſame Time, and that by re. 
moving your Queen, you muſt loſe your Piece: in 
this Caſe, if you can get two Pieces in Exchange tor 
your Queen, I would adviſe you rather to do it than 
retire; for obſerve, it is the Difference of three 
Pieces, which is more than the Worth of a Queen 


beſides that you keep your Game entire, _— 
= SEE = ele 
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ſerve your Situation, which very often is better than 
a Piece; nay, rather than retire, I would give my 
Queen for a Piece, and a Pawn or two, nay, almott 
for what I can get; for do but obſerve, amongſt 
ood Players, this one Thing (to convince you this 
Advice is not bad) that when the Attack and De- 
fence is thoroughly formed, and every Thing pre- 
pared for the Storm, if he that plays firſt 1s obliged 
by the Act of the Perſon that defends to retire, it 
generally ends in the Loſs of the Game of the at- 
tacked Side. | : 

VIII. Do not aim at changing without Reaſon; 
it is ſo far from being right, that a good Player 
will take this Advantage of it, that he will ſpoil 
our Situation, and mend his own: But in theſe 


following Caſes it is quite right; when you are 


ſtrongeſt, eſpecially by a Piece, then every Time 
you change, your Advantage increaſes; this is fo 


plain, it needs no Argument. Again, when you 


have played a Piece, and your Adverſary oppoſes 
one to you, change directly, for it is plain he wants 
to remove you; prevent him, therefore, and do not 
loſe the Move. 5 

IX. Every now and then I would have you caſt 
up your Game, and make the Balance, then take 
your Meaſures accordingly. 1 

X. At the latter End of the Game eſpecially, 
remember your King is a capital Piece, and do not 
let him be idle; it is by his Means, generally, you 
get the Move and the Victory. 

XI, Obſerve this alſo, that as the Queen, Rook, 
and Biſhop, operate at a Diftance, it is not always 
necetlary in your Attack to have them near your 

| H 3 Adverſary's 
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Adverſary's King; they do better at a Diſtance, 
cannot be drove ay, and prevent a Stale-Mate. 
XII. When you have a Piece that you can take, 
and that cannot eſcape you, do not be in a Hurry, 
{ee where you can make a good Move. elſewhere, 
and take 1t at your Leiſure, 1 81 
XIII. It is not always right to take your Ad. 
verſary's Pawn with your King, for very often it 
2 to be a Safeguard and Protection to your 
ing. | bs | 5 
XIV. When you can take a Man with different 
Pieces, do not do it with the firſt that occurs, but 
conſider thoroughly with which you had beſt take 
it. | 2 


The Laws of CHE SS. 


I. FF you touch your Man you muſt play it, and if 
you quit it you cannot recall it, 

II. If by Miſtake, or otherwiſe, you play a falſe 
Move, and your Adverſary takes no Notice of it 
till he hath played his next Move, neither of you 
ean recall it, | * 

III. If you miſplace your Men, and play two 
Moves, it lieth in your Adverſary's Power, or 
Choice, whether he will permit you to begin thc 
Game or not. 5 e 4 | 

IV. If the Adverſary playeth or diſcovereth a 
Check to your King, and gives no Notice of it, you 
may let him ſtand ſo till he gives Notice. | 

V. After your King has moved, you cannot 
caſtle, | 
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THE 


GAME or BACK-GAMMON. 
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— 


— 


HIS Game is played by two Perſons, upon 
a Table divided into two Parts, upon which 
there are twenty-four black and white Points. 
Each Adverſary has fifteen Men, black and white, 
to diſtinguiſh them, and are diſpoſed of thus: Sup- 
poſing you play into the Right-hand Table, two up- 
on the Ace- Point in your Adverſary's Table, five 
upon the Six- Point in the oppoſite Table, three upon 
the Cinque. Point in the hithermoſt Table, and five 
on the Six- Point in your own Table, the grand 
Object is to bring the men round in your o.] i. 
Table; all Throws that contribute towards it, and 
prevent your Adverſary doing the like, are advan- 
tageous, and vice verſa. The firſt beſt Throw upon 
the Dice is eſteemed Aces, as it ſtops the Six-Point 
in the outer Table, and ſecures the Cinque in your 
own, whereby your Adverſary's two men upon 
your Ace-Point cannot get out with either Quatre, 
Cinque, or Six. Wherefore this Throw is an Ad- 
vantage frequently aſked and given between Play- 
ers that are not equally ſkilful, 3 
| H 4 TREATISE 
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TREATISE OF BACK-GAMMON. 
By Ms. HOYLE. 
B ECAU SE it is neceſſary for a Learner to 


know how many Points he ought to throw upon 
the Two Dice, one "Throw with another, we ſhall 
take the following Method to demonſtrate it. 
ExXamPte, I would know how many Chances 
there are upon two Dice ? 
The twat | is Thirty- ſix. | 
I would alſo know how many Points there are 


upon the Thirty-ſix Chances ? 


The Anſwer to which take as follows; Vis. 

2 Aces — 415 and 4 twice 18 
2 Deoces — 85 and g twice 16 
2 Trois — 123 and 2 twice 14 
2 Fours — 165 and 1 twice 12 
2 Fives — 20 | 4 and 3 twice 14 
2 Sixes — 24 4 and 2 twice 12 
6 and 5 twice 22 1 and 1 twice 10 
6 and 4 twice 203 and 2 twice 

6 and g twice 183 and 1 twice 

6 and 2 twice 162 and 1 twice 

6 and 1 twice Th 


n by 36 {0 


6 
294 divided d by . ſolves the Queſtion; by whick 
it appears, that one Throw with another you may 


expect to throw 8 upon two Dice, 
[ won!” 


2 Dice ? 


2 Sixes 

5 Fives 
2 Fours 

2 Trois 
2 Deuces 

* 2 Aces 
6 and 5 twice 
6 and 4 twice 
6 and g twice 
6 and 2 twice 
* 6 and 1 twice 


Tie 
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by 


1 
I 
I 
1 
I 
2 
2 | 
2 
2 
2 


4 would know how many Chances there are upon 


The Anſwer is 36, which are as follows : 


5 and 4 twice 
5 and g twice 
5 and 2 twice 
g and 1 twice 

4 and 3 twice 
i 4 and 2 twice 
* 4 and 1 twice 


. and 1 twice 


Becauſe a Learner may be at a Loſs to find out 0 


SY and 2 twice 


* 2 and 1 twice 
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2 

2 

2 

2 

2 
55 
2 
2 

2 

2 


36 


by this Table of 36 Chances, what are the Odds of If 
being hit apon a certain, or flat Die, let him take ff 


the following Method. 


Ex AurLE. To know the Odds of dein hit upon 


an Ace? 


Look in the Table where you will find thus 


marked. | 
2 Aces — 


* 3 and 1 twice 


5 28 and r twice 2|* 4 and 1 twice 
* 5 and 1 twice 2|* 2 and 1 twice 


Total 11 
Which deducted from 36 


The remainder is 25 


H ; 


2 

2 

2 
11 


By 
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By this Method it appears, that it is 25 to 11 
againſt hitting an Ace, upon a certain, or flat Die, 

The like Method may be taken with any other 
flat Die, as you have ſeen with the Ace, 

I would know what are the Odds of entering a 
Man upon 1, 2, g, 4, or 5 Points? 


nſ were Reduced. 
| for. againſt, for, againſt, 
42 ages 1 ' Point i is " to 05 F 
8 | upon 2 Points 5 1 
5 upon 3 Points a 1 
upon 4 Points 32 : - 8 I 
E | upon 5 Points 95 I 95 1 


I would know what are the Odds of hitting, with 
any Chance, in the reach of a nie Die? 


An fever. 5 Reduced. 
| for. againſt. for. againſt, 
upon 1 is 11 to 2581 C4 to 

2 | upon 2 12 244317 


2 

24 en 3 bd 228 2 3 

= | upon 4 15 21 IS | 7 

— upon 5 15 211 © 5 7 

n x7 - 19): © {oF 9 

I would know what are the Odds of hitting with 
double Dice? which are as follows: 


 Anſaver. | | Reduced. 
; for. gelan- for. againſt. 
f upon 7 is p to 0 i100 5: 
upon | ww it 8 
= 4 upon 9 4 43 I 6 
— upon 10 3 33 ” I 11 
upon 11 „„ 
from 12 (or 26%) 1 36. . 
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To explain farther to a Learner how to make uſe 
of the Table of 36 Chances, when at a Loſs to 
find the Odds of being hit upon any certain or flat 
Die, this ſecond Example is here added to ſhew 
how to find by that Table the Odds of being hit 


upon a 6, | 


2 Sixes — 1 6 and g twice 
2 Trois — 1 6 and 2 twice 
2 Deuces — 1 | 6 and 1 twice 
6 and 5 twice 2 | 5 and 1 twice 
6 and 4 twice 2 | 4 and 2 twice 


I 


Which deducted from 
Remainder 3 19 


By the foregoing Example it is evident, that it is 
29 to 17 againſt being hit upon a 6. 
The Odds of 2 Love is about 5 to 2. 
and of 2 to 1 „ „ 
and of 1 Love i g 


J. FF you play three up at Back-gammon, your 
5 principal View, in the firſt Place, is, either to 
ſecure your own or your Adverſary's Cinque- Point; 
when that is effected, you may play a puſhing Game, 
and endeavour to gammon your Adverſary. | 

II. The next beſt Point (after you have gained 
your Cinque-Point) is to make your Barr-Point, 
thereby preventing your Adverſary's running with 2 


Sixes. | | 
H 6 III. After 
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III. After you have proceeded thus far, you are, 
in the next Place, to prefer the making your Quatre- 


Point in your own Tables, rather than the Quatre. 


Point out of them. 


IV. Having gained theſe Points, you have a fair 
Chance to gammon your Adverſary, if he is very 
forward: For, ſuppoſe his Tables are broke at 
home, it will be then your Intereſt to open your 
Barr. Point, and to oblige him to come out of your 
Tables with a Six; and having your Men ſpread, 


you not only may catch that Man which your Ad- 


verſary brings out of your Tables, but you will 


alſo have a Probability of taking up the Man left in 
your Tables (upon Suppoſition that he had two 
Men there.) And ſuppoſe he ſhould have a Blot at 
home, it will then be your Intereſt not to make up 
our Tables; becauſe, if he ſhould enter upon a 
lot, which you are to make for the Purpoſe, you 


will have a Probability of getting a third Man; 


which, if accompliſhed, will give you, at leaſt, 4 
to 1 of the Gammon; whereas, if you have only 
two of his Men up, the Odds is in his Fayour that 
you do not gammon him, | 

V. If you play for a Hit only, one or two Men 
taken up of your Adverſary's, makes it ſurer than a 
greater Number, provided that your Tables are 
made up. 5 | 


VI. DixecT1oNs how to carry your Men home, 


When you carry your Men home, in order to loſe 
no Point, you are to carry the moſt diſtant Man to 
your Adverſary's Barr-Point, that being the firſt 
Stage you are to place it on; the next Stage is 6 
Points farther, wiz, in the Place where your _ 

| ſary's 
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fary's five Men are firſt placed out of his Tables; 
the next Stage is upon the fixth Point in your Ta- 
bles. This Method is to be purſued till your Men 
are brought home, except 2, when by loſing a 
Point, you may often ſave your Gammon, by 
putting it in the Power of 2 Fives, or 2 Fours, to 
ſave it. 5 N 

VII. If you play to win a Hit only, you are to 
endeavour to gain either your own or your Adver- 
fary's Cinque-Point; and if that fails, by your 
being hit by your Adverfary, and you find that he 
is forwarder than you, in that caſe you muſt throw 
more Men into his Tables. The Manner of doing 
it is thus: Put a Man upon your Cinque or Barr- 
Point, and if your Adverſary neglects to hit it, you 
may then gain a forward Game, inſtead of a back 
Game ; but if he hits you, you muſt play for a back 
Game, and then the greater Number of Men 
which are taken up, makes your Game the better, 
becauſe you will, by that Means, preſerve your 
Game at home; and you muſt then always en- 
deavour to gain both your Adverſary's Aee and Trois 
Points, or his Ace and Deuce Points, and take 
Care to keep three Meh upon his Ace- Point, that if 
you chance to hit him from thence, that Point may 
remain ſtill ſecure to you. | | 
VIII. At the Beginning of a Set do not play for 
a back Game, becauſe by ſo doing you would play 
to a great Diſadvantage, running the Riſque of a 
Gammon to win a ſingle Hit. 


- 


Dizec3 
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DirecTtions for playing, at ſetting out the 36 
Chances of the Dice, when you are to play fir a 
Gammon, or for a ſingle Hit, „ 


I. WO Aces, to be played on your Cinque. 
point and Barr- point, for a Gammon or for 

a Hit. . = 

II. Two Sixes, to be played on your Adverſary's 
Barr-point, and on your own Barr-point, for a 
Gammon, or for a Hit. | | 

III. Two Trois, two to be played on your 
Cinque-point, and the other two on your Trois- 
point in your own Tables, for a Gammon only, 

IV. tTwo Deuces, to be played on your Quatre- 
point in your own Tables, and two to be brought 
over from the five Men placed in your Adverſary's 
Tables, for a Gammon only, 

V. fTwo Fours, to be brought over from the 
five Men placed in your Adverſary's Tables, and to 
be put upon the Cinque-point in your own Tables, 
for a Gammon only, | | 1 

VI. Two Fives, to be brought over from the 
five Men placed in your Ad verſary's Tables, and to 
be put upon the Trois- point in your own Tables, 
for a Gammon, or for a Hit. BT ens | 

VII. Size-ace, you are to take your Barr-point, 
for a Gammon, or for a Hit. 8 
VIII. Size.deuce, a Man to be brought from 
the five Men placed in your Adverſary's Tables, 
and to be placed on the Cinque point in your own 
Tables, for a Gammon, or for a Hit. 

IX. Six and Three, a Man to be brought from 
your Adverſary's Ace-point, as far as he will go, for 
a Gam mon, or for a Hit, 

X. Sis 


Co 
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X. Six and Four, a Man to be brought from 
your Adverſary's Ace-point, as far as he will go, for 
3 Gammon, or for a Hit, 

XI. Six and Five, a Man to be carried from your 
Adverſary's Ace-point, as far as he can go, for a 
Gammon, or for a Hit, 

XII. Cinque and Quatre, a Man to be carried 
from your Adverſary's Ace- point, as far as he can 
20, for a Gammon, or for a Hit, 

XIII. Cinque- trois, to make the Trois-point i in 
your Table, for a Gammon, or for a Hit. 

XIV. Cinque-deuce, to play two Men from the 
five placed in your Adverſary's Tables, for a Gam» 
mon, or for a Hit. 

XV, *Cinque-ace, to bring one Man from the 
five placed in your Adverſary's Tables for the 
Cinque, and to play one Man down on the Cinque. 
point in your own Tables for the Ace, for a Game 
mon only. _ 

XVI, Quatre-trois, two Men to be brought from 
the five placed in your Adverſary's Tables, for a 
Gammon, or for a Hit. 

XVII. Quatre-deuce, to make the Quatre-point 
in your own Tables, for a Gammon, or for a Hit, 

XVIII. +Quatre-ace, to play a Man from the 
five placed in your Adverſary's Tables for the 
Quatre, and for the Ace to play a Man down upon 
the Cinque-point in your own Tables, for a Gam- 
mon only. 


XIX. Trois: deuce, two Men to be brought from 


the five placed in your Adverſary's Tables, for a 
Gammon only. 
XX. Trois. ace, to make the Cinque. point i in your 


own Tables, for a Gammon, _ or for a Hit. 
| | 5 XXI. *Deuce« 


| 
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XXI. *Deuce-ace, to play one Man from the 
five Men placed in your Ad verſary's Tables for the 


Deuce; and for the Ace, to play a Man down upon 
the Cinque-point in your own Tables, for a Gam. 


mon only. 


D1zzcrtions how 10 play the Chances that art 
marked thus (*) when you are only to play for a 


Hit. 


I. TWO Trois, two of them are to be played 

on your Cinque-point in your own Tables, 
and with the other two you are to take the Quatre- 
point in your Adverſary's Tables, 

II. Two Deuces, two of them are to be played 
on your Quatre-point in your own Tables, and 
with the other two you are to take the Trois- point 
in your Adverfary's Tables, 

'The two foregoing Caſes are to be played in this 
Manner, for this Reaſon, wiz, that thereby you 
avoid being ſhut up in your Adverſary's Tables, and 
have the Chance of throwing high Doublets, to 


| win the Hit. "- "na 


III. „Two Fours, two of them are to take your 


Adverſary's Cinque-point in his Tables; and for the 


other two, two Men are to be brought from the 


five placed in your Adverſary's Tables. 


IV. *:. Cinque- ace, play the Cinque from the 


five Men placed in your Adverſary's Tables, and 
play the Ace from your Adverſary's Ace- point. 


V. 2. Quatre- ace, play the Quatre from the 
five Men placed in your Adverſary's Tables, and 
play the Ace from the Men on your Adverſary's 


VI. 3. Deuce- 
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VI. *4, Deuce-Ace, play the Deuce from the 
re Men placed in your Adverſary's Tables, and 
play the Ace from your Adverſary's Ace- point. 
VN. B. The three laſt Chances are played in this 
Manner, for the following Reaſon: By laying an 


Ace down in your Adverſary's Tables, you have a 


Probability of throwing Deuce-ace, Trois-deuce, 
Quatre-trois, or Size-cinque, in two or three 


Throws] in any of which Caſes you are to take 
a Point, which gives you valtly the better of the 


Hit. 

You may obſerve by the Directions given in this 
Chapter, that you are to play nine Chanees out of 
the thirty-ſix in a different Manner, for a ſingle 


Hit, to what you would do when playing for a 


Gammon, 


Some OBsERVATIONS, HinTs, and CAUTIONS. 


If BY the Directions given to play for a Gam- 


mon, you are voluntarily to make ſome 


Blots, the Odds being in your Favour, that they 


are not hit; but ſhould it ſo. happen, that any Blot 
's hit, as in this Caſe you will have three Men in 
your Adverſary's Tables, you muſt then endeavour to 
ſecure your Adverſary's Cinque, Quatre, or 'Trois- 
point, to prevent a Gammon, and muſt be very cau- 
tious how you ſuffer your Adverſary to take up a 
wurth Mam. EEE. ES; OR 
II. Take Care not to crowd your Game at any 
Time, if poſſible. What is meant by crowding a 
Came, is the putting many Men either upon your 
Trois or Deuce-point in your own Tables; which 

in Play, 
Beſides, 


is, in Effect, loſing of thoſe Men by not having them 


N 
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Beſides, by crowding your Game, to attempt to 


fave a Gammon, you are often gammoned ; be. 


cauſe when your Adverſary finds your Game open, 


by being crowded in your own Tables, he may then 
Play his Game as he thinks fit, | 


III. By Recourſe had to the Calculations, ycu 
may know what are the Odds of your entering a 
ſingle Man upon any certain Number of Points, 
and by that Means you may play your Game ac. 
cordingly, | : | 
IV. If you are obliged to leave a Blot, by Re. 
courſe had to the Calculations for hitting it, 
you will find the Chances for and againſt you: 
and conſequently you will be enabled to judge how 
to play your Game to the greateſt Advantage, 
V. You will alſo find by the Calculations, the 
Odds for and againſt you, upon being hit by dou— 
ble Dice, and conſequently you will have it in your 
Power to chuſe ſuch a Method* of Play as is moſt 


VI. If it is neceſſary to make a Run, in order to 


win a Hit, and you would know to a Point which | 


is forwardeſt, your Adverſary or you, take the fol- 
lowing Method. | 


Begin with reckoning how many Points you | 


moſt have to bring home to your Size-point in your 
own Tables the Man that is at the greateſt Diltance 
from it, and do the like by every other Maa that 
is abroad; when the Numbers of thoſe Abſentees 
are ſummed up, add-to them the following Numbers 
for thoſe already on your own Tables (ſuppoſing the 


Men that were abroad as on your Size-point for 


bearing) namely, ſix for every Man on the Size- 
point, 


[I 


SI Or Sg 


an 
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point, five for every Man on the Cinque-point, 


tour for every Man on the Quatre-point, three for 
every Man on the Trois. point, two for every Man 
on the Deuce-point, and one for every Man on 


your Ace-point. Do the like to your Adverſary's 


Game, and then you wil! know which of you is 
forwardeſt, and likelieſt to win the Hit, 


OssERVATIONS and DirECTIONS for a Learner 
that has made ſome Progreſs at Back-Gammon z 
particularly Dig ECT10Ns for BEARING his Men. 


J. F your Adverſary is greatly before you, never 

| play a Man from your Quatre, Trois, or 
Deuce-points, in order to bear that Man from the 
Point where you put it, becauſe that nothing but 
high Doublets can give you any Chance for the 
Hit : Therefore inſtead of playing an Ace or a 
Deuce from any of the aforeſaid Points, always play 
them from your Size or higheſt Point ; by which 
Means you will find, that throwing two Fives, or 


two Fours, will, upon having eaſed your Size and 


Cinque-points, be of great Advantage to you : 
Whereas had your Size- point remained loaded, you 
muſt perhaps, be obliged to play at length thoſe Fives 
and Fours, FE 

II. Whenever you have taken up two of your 
Adverſary's Men, and that you happen to have two, 


three, or more Points made in your own Tables, 


never fail ſpreading your Men, in order either to 
take a new Point in your Tables, or to be ready to 


hit the Man your Adverſary may happen to enter. 


As 
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'As ſoon as he enters one of his Men, you are to 
compare his Game with yours; and if you find 
your Game equal to his, or better, never fail tak. 
ing his Man up if you can, becauſe it is 25 to 11 


_ againſt his Hitting you; which Chance being ſo 


much in your Favour, you ought always to run 

that Riſque, when you have already two of his 

Men up. „ EO. | 
There is this Exception to this Rule, that if you 


play for a ſingle Hit only, and that your playing 


that 'Throw otherwiſe gives you a better Chance for 
the Hit, you ought not to take up that Man, 
III. Never be deterred from taking up any one 


Man of your Adverſary's = the Apprehenſion of 


his hitting you with double Dice, becauſe the faireſt 
Probability your Adverfary has of hitting you, is 
5 to 1 againſt him, 


IV. If you ſhould happen to have five Points in 


your Tables, and to have taken up one of your Ad- 
verſary's Men, and are obliged to leave a Blot out 


of your Tables, take Care if it is in your Power, 
rather to leave it upon Doublets, than any other 
Chance, becauſe Doublets are 35 to 1 againſt his 
hitting you, and any other Chance is but 17 to! 
againſt him. | „ 

V. Two of your Adverſary's Men in your Ta 


bles are better for a Hit, than any greater Number, 
1g your Game is. forwardeſt; becauſe his 
having three or more Men in your Tables, gives 


him more Chances to hit you, than if he had only 
two Men in them, | 


VI. If you are to leave a Blot upon your enter- | 


ing of a Man upon your Adverſary's Tables, or 
atherwiſe, and have it in your Choice to leave it 
N upon 
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upon what Point you pleaſe, always chuſe that which 
is the moſt diſadvantageous to him. To illuſtrate 
this by an Example; let us ſuppole it 1s his Intereſt 
to hit you or take you up as ſoon as you enter, in 
that Caſe you are to leave the Blot upon his loweſt 
Point ; that is to ſay, upon his Deuce-point, rather 
than upon his Trois- point, or upon his 'Trois-point 
preferably to his Quatre-point ; or upon his Quatre- 
point preferably to his Cinque-point ; becauſe (as has 


been mentioned before) all the Men your Adver- 


{ary plays upon his Trois or his Deuce-points are 


deemed as Joſt, being in a great Meaſure out of 


Play, thoſe Men not having it in their Power to 
make his Cinque-point, and conſequently his Game 
will be crowded there and open elſewhere, whereby 
you will be able alſo much to annoy him. 
VII. To prevent your Adverſary. from bearing 
his Men to the greatelt Advantage, when you are 
running to. ſave your Gammon; as for inftance, 
ſuppoſe you ſhould have two Men upon his Ace- 


point, and ſeveral other Men abroad, though you 


ſhould loſe one Point or two in putting your Men 


into your Tables, yet it is your Intereſt to leave a 


Man upon your Adverſary's Ace-point; which will 
have this Conſequence, that it will prevent his 
bearing his Men to his greateſt Advantage, and 


will alſo give, you the Chance of his making a 


Blot, which you may chance to hit, But if upon a 
Calculation, you find that you have a Throw, or a 
Probability of ſaving your Gammon, never wait 
tor a Blot, becauſe the Odds are greatly againſt 
hitting it. | | | 
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Cas xs, gut by Way of Example, to ſhew bets to cal. 


culate the Odds of ſaving or winning a Gammon, 


© UPPOSE your Tables are made up, and that 


you have taken up one of your Adverſary'; 


Men; and ſuppoſe your Adverſary has ſo many Men 


abroad as require three Throws to put them in his 

Tables: „ ug | 

Quere. Whether you have the better of a Gam- 

mon or not? | I 
Anſwer, It is about an equal Wager that you 

gammon him. 5 
Becauſe, in all Probability, you will have bore 


two Men before you open your Tables, and when 
you bear the third Man, you will be obliged to 


open your Size or Cinque-Point; in that Caſe it is 
probable, that your Adverſary muſt take two Throws 
before he enters his Man in your Tables, and two 
Throws more before he puts that Man into his own 
Tables, and three Throws more to put into his own 
Tables the Men which he has abroad, which in all 
make ſeven Throws: And as you have twelve Men 
to bear, theſe probably will take ſeven Throws in 


bearing, becauſe you may twice be obliged to make 


an Ace, or a Deuce, before you can bear all your 
Men. PO 


N. B. No Mention is made of Doublets of either 


Side, that Event being equal to each Party, 
The foregoing Caſe being duly attended to, ſhews 
it is in your Power to calculate very nearly the 


Odds of ſaving or winning a Gammon upon moſt 


Occaſions, | FIRE, 
II. Suppoſe I have three Men upon my Adver- 
ſary's Ace- point, and five Points in my Tables, . 
| that 


| th: 
th 


me 


Fo 
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that my Ar has all his Men in his Tables, 
three upon each of his five higheſt Points: 

Luecre. Whether the Probability i is for his gam- 
moning me, or not ? 


Anſwer. Points. 


For his bearing g Men from his 6 Point, is 18 
from his 5 Point, — 15 
from his 4 Point, — 12 
from his 3 Point, — 
from his 2 Point, — 


Total 

To bring my 3 Men from my Adverſary' 8 
Ace- point, to my Size- point in my Ta- 

bles, being for each 18 Points, make in all 54 

\ 


there is a further Conſideration to be added for you, 


which 1s, that your Adverſary may make one or 


two Blots in bearing, as is frequently the Caſe ; 
you ſee by this Calculation, that you have greatly 
the better of the Probability of ſaving your Game 
mon, 


N. B. This Caſe is ſuppoſed upon an Equality of 


throwing. 
III. Suppoſe I leave two Blots, either of which 


cannot be hit but by two double Dice: to hit the 


one, that Caſt muſt be eight, and to hit the ether 
it muſt be nine ; by which Means my Advermry has 
only one Die to hit either of them: 
ere, What are the Odds of his hitting either of 
theſe Blots ? a 
Anſwer, 


| The Remainder i is 6 | 
And a as, beſides the fix Points in your Favour, 
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Anſwer, 'The Chances on two Dice are in all 
6 and 2 twice, 
The Chances to ] 5 and 3 twice, 
hit 8 are, |} 2 Deuces, — 
2 Fours, — 
The Chances to, 15 1 ' "ng 
5 3 — — 
a 9 8 82 2 Trois, — 
Total Cit for h! tting, — 


Remain Chances for not hitting, 


I 


2 


So that it is 25 to 11 that he will not hit either of 


thoſe Blots, 


IV. To give another Wbt, let us ſuppoſe 
chat I leave two other Blots than the former, which 
cannot be hit but by double Dice, the one muſt be 


hit by eight, and the other by ſeven: 


Dacre, What are the Odds of my Adverſary's 


hitting either of theſe Blots ? 
Anſ. The Chances on two Dice are in all, 


6' and 2 twice, 
The Chances to} 5 and g twice, 
hit 8 are, two Fours, 
| two Deuces, | 


The Chances to ſ 6 and 1 twice, 


hit 7 are, T5 and g twice, 


Total Chances for hitting, 


Remain Chances for not hitting, 
Therefore it is two to one that 1 am not hit. 


I and 2 twice, — 
NC 
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The like Method is to be taken with three, four, 
or five Blots upon double Dice; or with Blots 
made upon double and fingle Dice at the ſame Time; 
you are then only to find out (by the Table of 36 
Chances) how many there are to hit any of thoſe 
Blots, and add all together in one Sum, which ſub» 
tract from the Number 36, which is the whole of the 
Chances upon two Dice: So doing reſolves any 
Queſtion required. | 32 5 

V. The following Caſes are to ſhew a Way of 
calculating, which may be called a mechanical Way 
of ſolving of Queſtions of the like Nature. 

I would know what are the Odds of throwing 7 


twice, before 10 once? | 


Anſwer, It is g to 4 that 10 is thrown once 


before 7 is thrown twice, which is demonſtrated as 


follows: | | 
Suppoſe the Stake depending is nine Pounds, my 


firſt Throw intitles me to have one third Part of that 


Money, becauſe 4 has ſix Chances for it, and 10 
has but three Chances, and therefore it is two to 


one. | 
NOR . 
For the firſt Throw, — 80 0 
Having taken 31. out of the 90. for the 
firſt Throw, the Remainder is 60. out 
of which a Third Part is to be taken 
for the ſecond Throw — . 


The Total is, 8 o 
Remains, 4 © 


The whole Stake is 9 © 0 
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VI. I would know what are the Odds of entering | 


a Man upon any certain Point in two Throws ? 
Anſewer. Suppoſe 36 Shillings is the whole 


Stake depending, I would know what is. my Share 


of that Stake, having laid 18 Shillings that I enter 
in two Throws ? By the Calculations in the Table 


of 36 Chances, it is found that I have 11 Chances 
_ out of the 36 for entering the firſt Throw, for which 


therefore Jam entitled to 11 out of the 36 Shilling, 
8 To 


The Stake is, — 36 o 
For the firſt Throw, — 11 0 


Remains, — 25 0 


The Remainder E 25 ag, 1 

to be. divided into 36 equal Parts, of 

which I am entitled to eleven of thoſe 

Parts, which make, ys, 754. for the Je- 

cond n — — 17 1 
Adding this to the other 11 Shillings, - 
makes my Share of the Stake to be, 18 7 7 
Then my Adverſary s Share will be, 17 4 2 


Total of the Stake 96 © o 


Therefore it is very nearly 15 to 14 in Favour of 


entering a Man upon any certain Point in two Throws. 


C ritical Caſe for a Back Game. | 


b Lr us ſuppoſe A plays the Fore- game, and 


that all tus Men are prog in the uſual 
Manner. — F 
or 


e 
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For B's Game let us ſuppoſe, that 14 of his Men 


are placed upon his Adverſary's Ace-point, and 1 


Man upon his Adverſary's Deuce-point, and that 8 1s 
to throw: | - | 
_ Which Game 1s likelieſt to win the 
, + | 
Anſwer, A's is the beſt by Gold to Silver, or 21 
for to 20 againſt; becauſe, if B miſſes an Ace to 
take his Adverſary's Deuce-point, which is 25 to 
11 againſt him, A is in that Caſe to take up Z's 
Men in his Tables, either ſingly, or to make Points; 
and if B ſecures either £s Deuce or Trois- point, 
in that Caſe, A 1s to lay as many Men down as 
poſſible, in order to be hit, that thereby he may get 
a Back- game. | = 

When you are pretty well verſed in the Game of 
Back-Gammon, by practiſing this Back-game, you 
will become a greater Proficient in the Game than 
by any other Method, becauſe it clearly demonſtrates 
the whole Power of the Back-game. mn 

II. Back-game, Let us ſuppoſe A to have five 
Men placed upon his 1 five Men upon 
his Quatre-point, and five Men upon his Deuce- 
point, all in bis own Tables: „ 

And let us ſuppoſe B to have 3 Men placed upon 
A's Ace- point, 3 Men upon 4's Trois-point, and 3 
Men upon A's Cinque- point; let B alſo have 3 
Men upon his Size-point in his own Tables, and 
3 Men placed out of his Tables, in the uſual Man- 
ner. | 

2rerg, Who has the better of the Hit. 

Anfaver, It is an equa! Game; but to play it 
critically, the Difficulty lies upon B, who 1s, in the 
frſt Place to endeavour to gain his Cinque and 

5 12 Quatre- points 
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Quatre-Points in his own Tables; and when that 


is effected, he is to play two Men from A's Cinque- 


point, in order to oblige his Adverſary to blot, by 


throwing an Ace, which, if B hits, he will have 


the faireſt Probability of winning the Hit. 
III. Back-game. Suppoſe 4 has 3 Men upon 
B's Ace-point, and g Men upon B's Deuce-point, 


alſo three Men upon his Size-point in his own Ta- 


bles, and 3 Men upon his uſual Point out of his 
Tables, and 3 Men where his 5 Men are uſually 
placed in his Adverfary's Tables : | 
And let us ſuppoſe B has his Men placed in the 
ſame Manner, both in his own and his Adverſary's 


Tables, with this Difference only, wiz. inſtead of 


8 three Men put upon A's Deuce- point, let 
them have three Men upon 4's Trois- point: 
Quere. Who has the beſt of the Hit? | 

. Anfawer, A; becauſe the Ace and Trois-points 
are not ſo good fora Hit, as the Ace and Deuce- 
points in your Adverſary*s Tables, for this Reaſon ; 
becauſe when you are bearing your Men, you have 


the Deuce-point in your own Tables to play your 


Men upon, which often prevents your making a 
Blot, which muſt happen otherwiſe to your Adver- 


ſary ; and take Care to lay down Men to be hit as 
often as you can, inorder to keep your Game back- 
ward; and for the ſame Reaſon, avoid hitting any 
Blots which your Adverſary makes. 


TV. As a Coſe f Curioſity and Inſtruction. 


LET us ſuppoſe 4 has his 15 Men upon B's 


Ace-point, B is ſuppoſed to have his Barr-point, 


alſo 


3 
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alſo his Size, Cinque, Quatre and Trois. points in 


his own Tables: 5 


Quere. How many Throws is A likely to take 
to bring his 15 Men into his own Tables, and to 
bear them? _ |- 2x5? 

Anfwer, You may undertake to do it in ſeventy- 
hve Throws. 5 

It is Odds in A's Favour that he throws an Ace in 
two Throws; it is alſo Odds in A's Favour that he 
throws a fix in two Throws; when theſe Events hap- 
pen, A has a Probability of not wanting above two 
or three Throws to play till he has got all his fifteen 


Men into his own Tables: Therefore by a former 


Rule laid down to bring your Men home, and alſo 
for bearing your Men, you may be able to find 
out the Probability of the Number of Throws re- 
quired, Note, B ſtands ſtill, and does not play. 


v. Another Caſe of Curiofity and Inftradtion. 


Where 4 and B ſhall play as faſt as uſual, and 
110 B ſhall make the Hit laſt, probably, for many 

ours, . 

We will ſuppoſe B to have bore 19 Men, and 
that 4 has taken up the two remaining Men. 

And let us ſuppoſe that 4 has 15 Men in B's 
Tables, wiz. three Men upon his Size-point, three 
upon his Cinque-point, three upon his Quatre- 
point, three upon his Trois-point, two upon his 
Deuce-point, and one upon his Ace- point. | 

The Method which 4 is to take, is this: Let 
him bring his 15 Men home, by always ſecuring 


ſix cloſe Points, till B has entered his two Men, 


8 | and 


E 


—fü—ö— . —ü—— ——4. ena eee 
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and brought them upon any certain Point; as ſoon 
as B has gained that Point, 4 muſt open an Ace, 
Deuce, or Trois, or all three; which effected, B 


or three Men in B's Tables, is ready to hit that 
Man; and alſo, he being aſſured of taking up the 
. Other Man, has it in his e to prolong the Hit 
to almoſt any Length, provided he takes Care not 
to open ſuch Points as two Foure, two Fives, or two 


points, for B to hit him. 

VI. I would know what are the Odds upon two 
Dice, for throwing two Sixes, two Fives, or two 
Fours, in three Throws ? -which, by mechanical 

Calculation, may be found thus: 

' _ Anſwer. Suppoſing 36 Shillings to be the 
Stake depending, the Thrower will be en- s. 4. 


Which deducted out of g6, remains gg; 

which divided again into S Parts, make ſo 

many Eleven Pences, out of which the 

Thrower is to have g for his ſecond Throw 2 g 
The Remainder, 30 Shillings and g Pence, 

is again to be divided into 36 Parts; di- 

viding the go Shillings ſo, make ſo many 

Ten Pences, and the 3 Pence divided into 

ſo many Parts, make ſo many thirds of 

Farthings, of which the Thrower is to have 

3 Parts for his Share for his third Throw 2 6 


Total for the Thrower, 8 31 


Dim 


So 


hits one of them, and A, taking Care to have two 


Sixes, but always to open the Ace, Deuce, or Trois- 


titled to have for his firſt Throw — 1 
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So that it is 275. 84. 4 to 8:. 3d. 4 againſt the 
Thrower ; which, reduced into the ſmalleſt Num- 
ber, is very nearly as 10 to g, that two Sixes, two 
Fives, or two Fours, are not thrown in two 
Throws. — 1 

VII. Back. Game. Suppoſe 4 to have 2 Men 
upon his Size-point in his own- Tables, g Men upon 
his uſual Point out of his 'Tables, 2 Men upon the 
Point where his 5 Men are uſually placed in his 
Adverſary's Tables, 5 Men upon his Adverſary's 
Ace-point, and g Men upon his Adverſary's Qua- 
tre- point. | b 

And let us ſuppoſe B to have 2 Men upon his 
Size-point in his own Tables, 3 Men upon his 
uſual Point out of his Tables, 2 Men upon the 
Point where his 5 Men are uſually placed in his Ad- 
verſary's Tables, 5 Men upon his Adverſary's Ace- 
point, and 3 Men upon his Adverſary's Trois. point. 
1 Auere. Who has the faireſt Chance to win the 

lit? 1 | „ 
| Anſwer, A has, becauſe he is to play either an 
Ace or a Deuce, from his Adverſary's Ace-point, in 
order to make both theſe Points as occaſion offers; 
and having the Quatre-point in his Adverſary's Ta- 
bles, he may more eaſily bring thoſe Men away, if 
he finds it neceſſary, and he will alſo have a reſting 
Place by the Conveniency of that Point, which at 
all times in the Game will give him an Opportunity 
of running for the Hit, or ſtaying, if he thinks 
proper. Whereas B cannot ſo ly come from 
the Trois-point in his Adverſary's Tables. ; 


I. Let us ſuppoſe A and B place their Men in the 
following Manner for a Hit: 
5 — Suppoſe 


be ranked in the firſt Claſs, 
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_ _ Suppoſe A to have 3 Men upon his Size · point in 
his own Tables, 3 Men upon his uſual Point out of 


his Tables, and 9 Men upon his Adverſary's Ace, | 


Deuce, and Trois-points, 9 Men to be placed upon 
each Point; and ſuppoſe B's Men to be placed in 


his own, and in his Adyerſary's Tables, in the ſame 


Order and Manner. ,- 


The Reſult is, that the beſt Player ought to win 


the Hit; and the Dice are to be thrown for, the 
Situation being perfectly equal in A's and B's Game, 

If A throws firſt, let him endeavour to gain his 
Adverſary's Cinque-point;; when that is effected, 
let him lay as many Blots as poſſible, to tempt B to 
hit him; for every time that B hits them will be in 


As Fayour, becauſe it puts him backward; and let 


A take up none of B's Men for the ſame Reaſon. 


A is always to endeavour to take Care to have 


three Men upon each of his Adverſary's Ace and 
Deuce- points; becauſe when B makes a Blot, theſc 
Points will remain ſecure, and by Recourſe had to 
a former Caſe (Numb. V. p. 17g:) when 4 has 
bore 5, 6, or more Men, yet 4 may ſecure 6 cloſe 
Points out of his Tables, in order to prevent B from 
getting his Man home: And by Recourſe had to the 
Calculations, he may easily find out (in caſe he 


makes up his Tables) who has the better of the Hit; 


and if he finds that B is forwardeſt, he is then 0 
endeavour to lay ſuch Blots to be taken up by his 


Adverſary, as may give him a Chance for taking vp 


another Man, in caſe B fhould happen to have « 
Blot at home. „„ 
Thoſe who play the foregoing Game well, my 


H. 4 Coe 


£5” © __Þp - i. 1 
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II A Caſe of Cnriofity, A and Bplay at Back- 
Gammon ; 4 has borne 13 Men, and has 2 Men to 
bear upon his Deuce-point ; B has 13 Men in his 
own Tables, with two Men to enter. Bis to throw, 
and to name the Throws both for himſelf and A, but 
not to hit a Blot of either Side. | | 
Quere. What Throw is B to name for both Parties, 
in order to ſave his Gammon, Ws nn es 
Anſauer. B calls for himſelf two Aces, which en- 
ters his 2 Men upon 4's Ace- point. h alſo calls 2 
Aces for A, and conſequently A cannot either bear a 
Man, nor play one; then B calls for 2 Sixes for 
himſelf, and carries one Man home upon his Size- 
point in his own Tables, and the other he places 
upon his Adverſary's Barr-point: B alfo calls Size- 
ace for A, Ao that A has one Man left to bear, and 
then B calls for himſelf either 2 Sixes, 2 Fives, or 
2 Fours, any of which bear a Man, in caſe he has 
Men in his Tables upon thoſe Points, and to ſave his 
Gammon. | 3 
III. The following Queſtion is to be attended to, 
as being critical and inſtructive. | | 
Suppoſe that both yours and your Adverſary's 
Tables are made up. | | 
Alſo that you have 1 Man to carry home, but that 
he has two Men on your Barr-point tocarry home, 
which lie in wait to catch your Man, and that if 
you paſs him you are to win the Hit : Suppoſe alfo 
that you have it in your Choice to run the Riſ- 
qu: of being hit, by 7 or by 8, both of which are 
Chances upon double Dice. | 
Quere. Which of theſe Chances is it beſt for you to 
venture? | 


1 5 8 Auſber. 


L 


by 8, are equal. 
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Anſwer. That of 7, for the following Reaſons: 
Firft, becauſe that the Chances of being hit by 7 or 
Secondly, If he does not hit 7, you will then have 
in your Favour 2g Chances to 1g, that by your next 
Throw you either hit him or paſs beyond him, 
Thirdly. In caſe your ſecond Throw ſhould hap. 
pen to be under 7, and that conſequently ycu 
cannot hit him, yet you may play that Caſt at 
— and conſequently leave the Blot upon double 
—_— 7 | 
Whereas if, on the contrary, you had made 
Choice of leaving the Blot upon 8, you would haye 


made a bad Choice, for the Reaſons following. 


Firſt. Becauſe the Chances of being hit by 7 or 


by 8, are only equal. 


Secondly. Becauſe, if you ſhould eſcape the being 
hit by 8, yet you would then have but 17 Chances 
in your Favour, againſt 19, for either hitting him, 
or paſſing beyond him by your next Throw. 

hirdly, In caſe your ſecond Throw ſhould hap- 
pen to be Size-ace, which is ſhort of him, you 


would then be obliged to play the Man that is out 
of your Tables, not being able to play the Six at 


home, and conſequently to leave a Blot to be hit by 


2 ſingle (or flat) Die; which Event upon Suppoſi- 


tion that you play for 18 Shillings a Game, would 


_ entitle him to 11 Shillings of the whole Stake de- 
pending. | | 


| The 
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2 | bs you take a Man from any Point, that 
Man muſt be played; the ſame muſt be 

done if two Men are taken from it. | 

2d. You are not underſtood to have played any 
Man, till you have placed him upon a Point, and 
quitted him, | „ De 

34, If you play with 14 Men only, there is no 
Penalty attending it, becauſe by playing with a 
leſſer Number than you are entitled to, you play to 
a diſadvantage, by not having the additional Man 
to make up your Tables. e 

4th. If you bear any Number of Men before 
you entered a Man taken up, and which conſequent- 
ly you was obliged to enter, ſuch Men, ſo borne, 
muſt be entered again in your Adverſary's Tables, 
as well as the Men taken up. | 
5th, If you have miſtaken your Throw, and 
played it, and if your Adverſary has thrown, it is 
not in your or his Choice to alter it, unleſs both 
Parties agree to it. | : 
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| INTRODUCTION, 


Pn E Brush Table muſt be placed with 
an upper White Corner towards the Right- 
Hand. : | 
II. The Table being properly placed, I number 
the White Squares in order from 1'to ; / | 

III. The Black Pieces are placed upon the firſt 
twelve Squares in all the following Games. 

IV. The Letters N, C, F, T, at the Head of 
each Game, ſtand for Wade Colour, From, To. 

V. For the playing of any Move requi:e, the 
Nambers may be wrote upon the Board itſelf, 
near a Corner of each Square, ſo as to be eaſily 
ſeen when the Men are placed, Or a Table may 
be drawn upon Paper or Card, and the Squares num- 
bered as in the following Figure, and ſuch a Table 
will be a ready Guide to any Move ditected. 5 
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I. 

NIC F TIN CF TiN C F 1 
IB 1,1519) 1,2 B 14, 18 

2 WI22, 18 10 W 27 36 W © 
35 [15,2202 |B 5, 439 8 | 7,16 
i 4 W]25,18122|W27,23||4o[W|20,11 
5B 8, 11235 | 6,10|/41]B [18,23 
 6/W\29,25124\W[:6,12142[W|1r, 8 
7 4, 8[25]B 8,1704305 [23,27 
SWS, 22 0 WZ 24 44 W 5, 4 
958 12.16% 25,29, 5/5 [27,31 
100/24. 20,6, W. 3e, 25% ß WW 4, 8 
11/B 10, 1529 B 29, 2247/5 31,2 
12 WJ), 24 300 W|26; 1748WzA, 20 
ee i a3 RT 
1306 16,1903 B 11,15 49 2) 23 
14 W423, Wäao, r. 500 WI 8,11 
1506 15,179,306 5,18 5 [23,18 
160 WIz4, 153% WIz4, 20% WII, 8 
17B 35 B 18,27 53B 18,15 
18 W 18,903 ë[WI3 1, 24 f. Wloſes. 


12 White loſes the Game by this More. 
GAME 
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GAME II. 
F TN CF TiN 
I1,15119]Þ 5,1437 
22, 180 z00 WI24, 1938 
15,2202 1B 15, 24039 
25,1822 Wz8, 1940 
8,1102308 14, 1741 
29.25 32,2742 


4, 825 
25,2226 
12,1627 
24, 20028 
10, 159 
21,1730 
7510031 
27,2432 
8,1233 
17513034 
9514035 
18, 91136 
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NC TNC F INC ET 
1B 11,159 B 16,2303 B 12,19 
2 W422, 18 20 W1i26,1o0fj38|Wſ24, 8 

3B 15, 2 21B [14,23[39]B | 2,12 
4 W. 518022 W27, 1804 WIIZ, 9 

5B 8, 17/2305 1541] B14, 18 
6 29,25 24 WI3, 6042 W238, 24 

N e 785 5 ( e - —_——— 80 
7B 45 825.5 1,10 4.31B 18,23 
8 WI 5, 22260 W 31, 26044 Wʃ2z4, 19 
9B 10, 15 27/B | 5, 94 50[B 23,27 

19] W.24, 2028 W.26, 2346[W 79, 15 

111B 12, 1629 B 9, 1304) B 27,32 

12 W.z 1, 17/300 W.z3, 190480 WII 5, 11 

— 32 * — —.— — — . 

133 7, 103 )B 13, 1749 B 32,27 

14 W), 1332 W422, 13050 WI 9, 

15 B 8, 12 330B 5, 2251 B 27,23 

166 W 28,2434 WI32,28 52 55 1 

17]B 10, 1435 [3 10,1453 B 22,26 

18 W 23, 19 3019, 10, . Widrawn. 

| GAME 
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G AME. IV. 

Ver TN NCFT 

zdbamal.==== alien tance] — jones 

11W]22 118] 19 W425, 2237 WI3 2,23 
2B f, 15% 0B 16, 203808 | 6,10 

3 WIIS, 1121 WII9, 160390 WII3, 6 
4B 8,15 22 B 20, 27 400B | 2,:9 

5 W217, 1723]WI3 1, 2441 WII, 13 
6B | 4, 8/2408 12, 19042 B | 9,14 
IW 7,13 25 W23, 16 ke, 7 
8B 8, 110260B [o, 44% { | 
of W12 5,22 27 W 1710 E. g 

10 B 9, 142808 7,144 

IDW. a9, 25% W244, 199 

12 B | 5, 930ʃB 15,244 

13 a apo W288, 199 

14/B 4, 17328, 56 

15 W.27, 23033 W 22,177 

15]B [7,21]34 B 14,188 

17 %% 2175 Wir6, 30 

1868 11,16. 3608 18,27 


GAME. 
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N CF TN CF TN CF oo 

_ 1jWh22,18|119[Wſ25,221147]|W] 9, 
2B 11, 15% 20 B oe 3305 "4 
3 WIS, 11 21 24, 20390 WI 5, 
4B | 8,15 22/B 1 5, 24 400B [11,16 
5 W271, 1723 W 238, 19 410 Wo, 11 

6B | 4, 84 B 10, 148 | 7,16 
7WII7, 13025 WI), 10043TWI I, 
10 * 203 6,24 44 3 
9 WI25, 22% W I3, 6% WI 5, 9 
10]B | 9,14. 2805 1, 10/4608 24, 27 
11 297250029 W322, 1 7 Kc. drawn 
12 B | 5, 9 30 24,2 | 
13 W423, 1931 W 17,13 

14B 14, 1732 B 3, 7 

15 W27, 2333 W 13, 9 

1665 7, 21034 B 16,19 

17 22,1735 W.23, 16 

18 B [11,16136|B 12,19 
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GAME VI 
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N 
1 
2 
I 
4 
3 
6 
7 
8 
9 


.. 


22,18 
1115 
18,11 

8,15 


25522 


4, 8 


29,25 


8,11 


23,16 
9,13 
18,14 


10,17 


21,14 

6,10 
25,21 
10,17 
21,24 


2, 6 


19 
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24,19, 
15,24 
28 19 

6,10 
22,17 
2 
26, 17 


11 1504 
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32,28 


1 5,24 46 
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17,10 
7514 
18, 9 
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23,18 
11,16 
27523 
16,20 
32,27 


Þ 30 
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19,14 


5714 
135 © 
6,13 
19,15 
BS 
2719 
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28,24 
22,25 
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20,22 
14,18 


23714 
6, 10 


. 6 

2,25 
19,15 
2 5,30 
27,23 


20,27 


[31,24 


30, 26 


23,18 
26,22 
18,14 
12,16 
15,11 
drawn 
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GAME VIII. 
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11,15 


; 23 


_ 


F TN CF T 


r 


2 
c—_ 


18,11 
8,15 


21,17 


19 
20 
22 
22 
23 


— 


15 
70 


bs 29 
30 


24. 
25 
26 


27 
28 


SE 


— 


W 


# 


a. a. 


E 


I eee 


498 The Gans of DRAUGHTS, 


«| 


— 


— 


GAME IX. 


NE T 


See | q 


; EE 


— 


— 


22 17 
11513 
25,22 
8,11 
29725 
913 
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* 


JP 


ES 


I 7,14 
10,17 
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4, 8 
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30, 26 
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19,15 
11,16 


25,21 +. 


16,19 
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23,16 
32,28 
DYE 
15,11 
7,16 


14,10 
6,15 
18,11 
2, 6 
22,18 
loſes. 


12,190 


0 24 Black loſes the Game by this Move. 
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GAME XII. 


NOE TIN. CF TIN CIF I 

IB |11,15]i9}B 16, 23 37B | 7,15 
2 WIz2,17 — W131,26138| W A 
3 B38, 1100 0B [14,18|39]B |r 5,24 
4\Whi2 5,22 22 W 26,19]40|W1\28,19 
5B [11,16123]B 18,2241 B11, 15 
„ WJz 3, 1824 WI), 14420 W.Zzo, 25 

B 1, 192 5B 10, 1743]B 15,24 

vw 131 < W 21, 1444 Wiz 8 
9. B 10, 19%½ B | 3, 7145]B | 1, 6 

10 WII), 13028 WII4, 9% UW. 5, x 
11]B 9, 144% 9B 4, 8 47/5 6, 13 
12 WIS, 90300 WI 9, 5. drawn. 
1305 3,1403088, 11 

14 W4z2, 17032 WI32,27 

5B 7103305 6,10 

160 W 27, 24034 W 27,23 

171B 19, 23035]B 11,17 

| 120, el WIIg, 3 
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GAME XIII. 


N | E bs 8 CF | IN CF 
1WI2 2, 17 19 W426, 17 1 
2B II, IS ZOB | 3, 8 

3 W. 5, 221 WI32, 28 
41B 9, 1322 B [11,15] | 
5 W.23, 18023 WIIi8, 11 
6B 6, 924/B 8,24 

— — 2 — —— 
„WIS, 1125 W28, 19 4 
80 B 8,15% | 4, 8] | 

9 W27, 23 27 WII), 13 

10IB 9,1428068 | 2, 6 

II[WI3o, 25 29 W253, 22 
12 B 5, 9308 8,110 

13 Wl24,19 31 W[31,26 | 

14|\B 15, 2432 B 11,16 Il 

15 WI28, 19 33 W 22,17 
166B 7, 11034 B 14, 18 

17 WJ22, 1803 5[/W 23. 7 

18[B 13, 221“ |drawn| | 
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[ GAME XV. 
NF TNF TIN CF TW 
1B 17,1509 | 8,22 
2 W22, 17% 200 W.30, 25 
3B 45, 180218 9,1 
4 W'23, 1422 W 27, 23 
5B 9, 18023 B 18,27 
GW 17, 14424 W425, 18 
4 — 112. 8 
1 7B jxo,17||25|1B | 5, gf | 
f 8\Wi21,14\|26|W|32,23 
5 9B 3, 11027B | 4, 8 6 
4 10 W 24, 20 28 W429, 25 10 
} 11'1B | 6, 9gf/29|B 12,16 11 
| 12 W(26,23030/WV[t9,. 3 4 
4 13B 3 831]B 2, 6. ws 
| 14 W319 32 W. 3,10 
* 1 5B 18,2233 B 6, 290 
160W 25,18 &c.| drawn. 
if | 171B 1, 16 | 
| 18|Wl20, 11 | ; 


AE 


hy mu _ d-4 
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14 
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17 
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GAME XVI. 


| 


N 


22,10 
11,16 
25,22 
10,14 


29,25 
16,20 


120 


TY 


21 
2.2 
23 
24 


ö 


| 


24,19 
8,11 
I9,15 
4, 
22,17 
7,10 


2.8.44 
10,19 


0,15 
23» 7 


2,11 


828 
29 


| 


N 
26 
27 


30 
31 
32 
33 
34 
35 


E 


[&c. 


= "i 


17,13 
3» 7 


12,16 
26,23 


8,12 


11,16 


28,24 


23,194 
16,23 
31,26 


7510 


26,19 


16,23 
27,18 


1 


loſes. | 


18,110 


297 


TIN — mma 
1 


ſo 
21,170 
I, 6 


1 


2 


WLEE 


— - Black, loſes the Game by this Move. 
K 3 
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8 M E XVII. 
N a TiN ( F "TIN T 
1 W218 19 W123,16 37 WI2 
2B 11, 16% z00B 14, 2338 B 
3 W. 5, 22% 1 W427, 1839 W 
4B 10, 1422 B 20, 27 400B 
5 W.29, 23% 3 W311, 24 41 WJ2 
6B 3, 11024B 11,2742 B 
I WI24, 19% W432, 23043 W. 
8B 16,20% % | 7,10144/B [23 
9 WII9, 157 WI 5, 11045 
IB | 4, 828 B 8, 15460B 
III WIZz2z2, 17/2 WIS, 11047 
12 B 12, 16030085 10, 15488 3 
I 3IVVII7, 1OIGZTUWIZ I, 174 
1457, 1432 B | 3, 7/%5OB 20,23 
15 W426, 2233 WII, 205 1 
16]B | 2, 7345 9, 130528 23,18 
17 W238, 243% WI 2, 953/ WII, 
180B 16,19 36B 9521 K&c. drawn 
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GAME XVIII. 


9 


|=] 


e 


| * F f 5 


— — 


© ow 1 r 


S 


* — * 7 Px: 
, 


39923 


30 B | 9,27 
c.|W loſes. 
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GAMT 


GAME Ah. 
NC E Tz N e FD” TFT 
1B [11,15 10% i f 8 B | 7,11 
2|Wj22 17 W235, 22380 WII z, 8 
3B (9. 14 2183 8,11039]/B | 3,19 
A êW I' W 22, 174 W279, 23 
5B 10, 17 235 11,16141|B [18,27 
6 WJ 1, 1424 W 27, 23. drawn. 
7B 3, 1102 5B 16, 20 
8 WI24, 1920 W 31,27 | 
9B 15, 24427B \13,17 | | 
10|W[28, 1928 W 30, 2660 
118 11, 16% B 1, 6 
12 W225, 2130 W 19, 1666 
13056 | 6, 98106 [12,19 
14\W|29,251132|W 23,16 
15 9,18 3305 | 6, 9 
16|W[23,14]34|W [18,15 
17B [16,23|[35]B 9,180 
WI2 26,19 30\W|21,14| ML: 


— — 


1 


—_ 
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F i beaciw:.:uc. 4.9 


SOLE] ITE SS | ION SHO 


oF Boot Wo 
On Þ GG [| DB 


— 
— 


18 


11,16 
22,18 
16,19 
23,16 
12, 19 
24,15 


10, 19 
25,22 


18, 9 
5514 
22,17 


7,10 
27,24 
25 7 
24,15 
10,19 


17,10 


9714 


, 


31 
32 


33 
34 
FI 


(BEOS INNS 
| OO Ox wn > GO D 


N | 


2 — 
8. = 


E 


* 


Mp: 


32,2] 
3» 7 


24,15 


29,25 


BEECH 


&c. 


K 5 


11,16 
25,22 


22,17 
13,18 


drawn 


7,14 


27,24 
710 


31,27 


8,11 


6, 10 


275,23 


10,15 * 


a8 
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SIT UATIONS TO DRAW 
GAMES, 


CRITICAL 


Firſt Aae. | 


f | ] 
| | 
| N No 3. 4 4 Black Kings ; on No 15 a White WM | 

78 King, and White to moye. 

W 15.11 B 3. 8 w 11, 7 8 8,12 
W 77511 i &c. | : | 
| 3 
| Second Situation, W 
W 
No g a Black Man, 9 a Black King; 7 a Whit 
1 King, and White to move, 
| W 7. 10 B 0,13 W 10,14 B 13, 9 
4 14, 10: 6 | 5 f 

i 5 | 30 

to 1 
4 T, hird Situation. d 
bi : 
No 3, ts 12 2 Black Kings ; ; 10, 11 White Kings =. : 
0 and Black to move. + 

I 


B qo, $8  WaBis B 3, ; W 14,19 
12, 3 W 19916; .. 


F 91 rth 


12 


ite 


710 


75. O of DRAUGHTS, 


: Faurth Situation. 


No 13 a Black Man, 14, 15 Black Kings; 22, 
23 White Kings, and Black to move. 


B 14,17 W 23.26 B 13,10 W 22, 25 


3 17,21 W 25,22 B 10,4 ö W 26, 30 
E. W 22,18 B 174 Oc 


Fifth Situations 


No 18, 19 Black Kings, 28 a Black Man; 275 | 


32 White Kings, and White to play, 


W 21,24 B 18,15 w 24,200 B 15,11 
W 20,24 B 19,23 | * TIN" ; Oc. x 


_ Sixth Situation. 


No 21 a Black Man, 22, 23, 24 Black Kings: 
zo a White Man, 31, 32 White Kings, a and' Black 
to move. 


B 24,28 W 31,29 : B 23,19 W 27,91 
5 19,24 W 32,27 B 24,20 W 27,32 


B 22,18 W 31,27 B 18,15 W 27,31 


915,19 W 31,27 Oc. 


CRITICAL 


————— — —ũä—— 2 2— 


% . Te Gaze, of en 


CRITICAL SITUATIONS TO WIN 
_ GAMES. 


F ff Situation 


212 Black Man, 25 a Black King ; 26, Y 
* White Kings, and either to move. 


W 23,18 


B 29,25 W 2 
9 


w 27,29 
B 21,25 | 


B 25,2 
; 9 Eu oa 


B 25,29 


Secend Si ituation, 3 


7 f 


No 1,2 Black Kings; 10 11 White Kings: 5 4 
„ White Man, and either to play. 
; h W 10,4 B * 8 14,17 B 6, 9 
1 W 7,13 B 9. 6. W 11,16 B 6, 2 
1 W 16,9 B, 2, 6,, W 19,23 B. 6, 2 
| [þ ig, 9 i, 8 zin - B 61s 
1 W 18,14 B 105 SW 3 Sc. 
i IS 1 Ser © the Men a before, 
| 3 2, 6 w. 11 15 B 6, 9 W 15,18 
B 9, 6 W 10,14 BB 6, 9 W 14,7 
B 9,19 W 18,22 B 19, 0 W 17,13 
5. 19, 
1,  W- a$44 B 6,13 „ 


IN 


27 


18 
30 


3 4 


9 
2 
3 


Black 
| thus, 


B 6, 1 
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No 1, 2 Black Kings, 3 a Black Man; 9, 10, 
ings, 12 a White Man, and Black to 


Ne g a White King, 21 a White Man; 6, 10 
ings; Black being to move, may win 


: 15,18 
—_— 


B 154 


1 6 


B 6, 1 
3 13,18 
N 1, 3 


B 10,14 
1,6 


J 20,15 


Third Situation. 


11 White K 
play. 
B „ 91 
B 2, 6 W 4A 
B. 2{6 95 
B 2, 6 W 11, 


11, 7 


, 


Fourth Situation. 


5 
W 5. 9 
W 21,17 
W 9, 5 
3 
W . 


Place the Men as before. 


B 10,15 


a 18,15 


B 15,10 


5: & +: 


B 6,10 
B 15,18 


B &, 1 W Re” | 
B 6.2 DW s 
B 6, 1 W 15,11 
B 3, 10 W 5, 9 
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1 
% 
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IF 
" 237 
% ? ö 
1 
7 4 
i 
7 t 
( 1 
3 
. 
e 1 
1 
x 
LY 
; | 
*E 
4 1 
* | 
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No 1 2 White King, 30 a White Man, 9, 70 


B 9, 6 | 
D 1,5 
B 14,18 


B 15,18 


B 18,22 


B 6,9 


B 22,18 
B 15,10 


Þ; '6; 1 
B 10,14 


5 18,15 


Black Kings; and Black being to play may win, 


wy fd — 


w 3 
W 135 : 
W 90, 3 
W. 6,9 
WB. 
. 
W 5, 
W 5. 


Now Black has the fourth Situation, 12 muſt 


conſequently w win. 


| Sixth Situation. 


No. 22, 27 White Kings, 18 a White Man ; 
a Black King, 20, 21 Black Men, and White 


W 18,14 
22,17 
. 


W 27,32 


W 32,23 


ing to play 72 win. 


B 5. 


B 5,14 
B 25,30 


B 23,22 


B 1,5 
B 21726 
B 30, 5 
B 20, 7 


F eventh 
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Seventh Situation, 


No. 6, 24 Black Kings ; 14, 18, 29 White 


Kings, and either to move, White may win. 


W 18, W 14, 9 B 24, 28 
W 23,19 1 W 9,6 B 28,92 
W 19,24 B 3, 1 W 24.19 0. 


Eightb Situation. 


No. 1, 12, 16 Black Men, 13 a Black King; 
5, 6, 10 White Men, 11 a White King, and Black 
to play, En 


B 13, 9 W 11,20 B 2 W 20,24 
B 12,16 W 24,27 B 16,19 W; 27,92 
B 2,6 W 26,19 


B 19,24 W g2,28 
1 | 


W 1 


a_ 


SITUATIONS FOR STROKES, 
Firſt Stroke. 


N No. 17 A Black Man, .on No. go a Black 
King ; 18, 27 White Kings, and White to 


play. 8 
| W 18,22 


[ 
| | 
1 
6 
1 
| 


— — — 
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W 18,22 B _ * 27,31 


3 5 t rok e. 


. 17, 27 White Kings, 18 a Black Man; 29, 
3⁰ Black Kings, and White to play. 


W 17,22 3 B 18, 25 43 27,23 


Third ” ke, 


No. 18, 19 White Kings, 28 a White Man; 31 
32 Black a 20a Black Man, and White to 
move, | 


w 19,24 0 20,27 W 18,22 


F ourth 8 troke, 


No. 9, 31, 27 Black Men, 29 a Black King ; 
18, 24, 26, 30 White Men, and White to move. 


W 18,14 B 9,18 W 26,22 B 18,2; 
W 24419 | Et, 

Tifib Stroke. 
No. 12, 21 Black Men, 27, 31 Black Kings 3 


20, 320 White Men, 15, 18 White Kings, and 
White to move. 
| W 10,26 
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W 30,26 B q1,2as W 18,2383 B $430 
W 20, 16 B 32,19 W 15,31 
Sixth Stroke, \ | 
No. 7, 23 Black Kings; 9, 13 Black Men; 8, 
21, 22 White Men, 17 a White King, and White 
to move, | . 
W 22,18 B 13,22 W 8, 3 B 23,14 
W 3.26 IT! . | 
Seventh Stroke, 
No. g, 13, 14 Black Men, 24 a Black King 15, 


22 White Kings, 19, 21 White Men, and White | 
to move. 28 83 


W 21, B ien W35,18 B 2415 
W 18,11 | 
Eighth Stroke. 


Ne -$; ©, 9 Black Men, 18 a Black King z 7 
a White King, 13, 15 White Men, and White o 
play. | 


W 15,10 B 6,15 9 13. 6 B 1,19 
W 79 5 
| Ninth 
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_ Ninth Stroke. | 


| No 6, 7 White Kings, 9 a White Man, 5 a 
Black Man, 14, 15 Black Kings, and White to 


play. | 
. B 14, 7 w 6 3514 
w 2, 9 | 5 5 : | 7 
Tenth ub. | 


No. 2, 6, 8, 22 Black Men : 15, 27, 30, 32 
White Men, and White to play. 


V 15,11 B 8, is W 30,26 B 22,31 
W 32,28 B 3½4 WRT: 
E Jeventh Stroke. 


No. 6, 26 White Men, 22 a White King ; 75 
15 Black Kings, 21 a Black Man and White to 


id 
CR/f ß 
2,27 . | | 


T avelfth Stroke, 


No. 2 a Black Man, 27, 31 Black Kings; 10 a 
White Man, 14,19 White Kings, and White to 


move. 
| W 10, 7 
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W 10, -# apt W 19,15 B 115,18 
W 14,32 Lox; 


* 


Thi rteenth Stroke, 


No. g, 13 Black Men, 25, 26 Black Kings; 11 
a White Man, 15, 16 White Kings and White to 
move. | | | TOY 


In,, 9.19 W 16, 27 


Fourteenth Stroke, 


| No, 3 a Black Man, 26, 27 Black Kings; 11 a 
White Man, 15, 16 White Kings, and White te 
move. Y 


W 11, 8 B g, ig. W182 
N Fifteenth Strokes 


No. 1, 3, 5 Black Men, 25 a Black King; 10, 
14, 17 White Men, 1g a White King, and White to 
move. CCC 

W 19; 6 = 110 Witty B 3, 10 
W: 19,14 i W399 

| | | Sixteente 


Sixteenth Stroke, 


No. 1, 6, 7, 10, 12, 14, 15 Black Men; 19, 
20, 21, 22, 23, 26, 30 White Men, and White to 
move. | | | c 

W 20,16 Big, 24 W-22,18 B 12,1 

W 18, 2 3 5 : ks 


Sewenteenth Stroke, 


No. a, 3, 16, 23 Black Men, 14 a Black King; 1, 
go to Kings, 9, 29, 31: White Men, and 

Black to move, EI 

„ B 16,19 W 24,15 
ine iz, s : B 3.7 19,25 
3 7.10 W a5, ZB 12,14 = 


Erghteenth Stroke 
No. 10, the 17 Black Men, 27 a Black King 
19, 22, 26, 30, White Men, and White to play. 


W 26.29 B 17,26 W 19,6 B 27, 18 
W 30,7 5 


Nineteenth 
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Nineteenth Stroke, 


No 1, 6, 10, 19, 20 Black Men; 13, 15, 27, 
28, 31 White Men, and White to play. 


W 13, 9 B: 6,13 Wiz. © BB 2,00 
W 27,24 B 20,27 W 31,6, | 


Twentieth Stroke, 
No. 1, 3, 5+ 6, 7, 12, 20, 21 Black Men; 14, 
15, 19, 23, 26, 27, 30, 32 White Men, and 
White to play. | mos 


W 30,25 B 2t, g0 W 14,10 „„ 
W119, „„ W 23,10;  B on 
W 27, 2 5 | 


Tawenty-fi 77 Stroke, 


No. 3, 6, 10, 13, 14, 17, 19 Black Men; 3, 
20, 21, 22, 26, 30 White Men, and Black to 
move. % 8 


8B 19,23 W 26,19 B 17,6 W 30,23 
B 14,18. _W-28;14 B 10, | . W 21,14 
B 3,17 


Twenty ſecond Stroke, 


No. 2, 7, 10, 11, 12, 23, 14, 11 Black Men: 
9, 20, 22, 23, 26, 30, 31, 32 White Men, and 
White to move. : 5 

2 W 20, 16 
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W 23,16 B 42,19 W 22,17 B 19,22 
W 26, 3 | 5 


T awenty third | S :roke. 


No. 3, 5, 8, 10, 11, 15) 16, 22 Black Men, 1), 


18, 20, 27, 28, 29, 31, 32 White Men, and White 


W:g1,26: B 223 W 18,14 B 31924 


T wenty 2 tuh Strokes 


No. 5, 12 Black Men, 14, 29, 32 Black Kings; 
8, 9, 30, 31 White Men, 15 a White King, and 
White to move. | 

W 31,27 B 32,23 - W 30,25 B 29,22 

W 15,10 B 14,7 W 8,3 B 5414 

$919 - - 8 | 


Tas 


W 20,16 B 11,20 V 19945 B 19,19 


Tax LAWS or CRICKET. 


* * 


HE Ball muſt weigh not leſs than five Ounces 
and a Half, nor more than five Ounces and 
three Quarters. 3 | . 
It cannot be changed during the Game, but with 
Conſent of both Parties. 5 | 

The Bat muſt not exceed four Inches and one 
Quarter in the wideſt Part. | 

The Stumps muſt be twenty-two Inches, the Bail 
ix inches long, 1 EN 
The Bowling-creaſe muſt be parallel with the 
dtumps, three Feet in Length, with a Return- 
creaſe, | ; | : | | | ; 

The Popping-creafe muſt be three Feet ten Inches 
from the Wickets; and the Wickets muſt be oppo- 
= 2 each other, at the Diſtance of twenty- two 

ard... * 
The Party which goes from Home ſhall have the 
Choice of the Innings and the pitching of the 
Wickets, which ſhall be pitched within thirty Yards 
ot a Centre fixed by the Adverſaries. 

= HY When 


216 e Laws of CRICKET, 


When the Parties meet at a third Place, 4 


Bowlers ſhall toſs up for the Pitching of the fit 
Wicket, and the Choice of going in. 

The Bowler muſt deliver the Ball with one Foot 
behind the Bowling-creaſe, and within the Return- 
creaſe ; and ſhall bowl four Balls before he changes 
Wickets, which he ſhall do but once in, the fame 
Innings. 

He may order the Player at his Wicket to ſtand 
on which ſide of it he pleaſes. 


The Striker is out if the Bail is bowled off, or the | 


Stump bowled out of the Ground : 


Or if the Ball, from a Stroke out or ber his 


Bat, or upon his Hands (but not Wriſts) 1 is held be- 
fore it touches the Ground, though it * hugged to 
the Body of the Catcher: 

Or if, in ſtriking, both his Feet are over the Pop- 
ping. .creaſe, and his Wicket is put down, except his 
Bat is grounded within it: 

Or if he runs out of his Ground to binder a a 
Catch: 


Or if a Ball is truck u up, and he wilfully Arikes it 


apain : 
Or if, in running a Notch, the Wicket is ſtruck 


down by a Throw, or with the Ball i in Hand, hefore | 


his Foot, Hand, or Bat, is grounded over the Fop- 
ping creaſe ; but if the Bail is off, a Stump muſt be 
ſtruck out of the Ground by the Ball: / 

Or if the Striker touches or takes up the Ball be. 
fore it has lain till, unleſs at the Requeſt of the 
oppoſite Party : 

Or if the Striker puts his Leg before the Wicket, 
with a Deſign to flop the Ball, and actually prevent. 

the Ball, from TY his Wicket by it. 


- 
1. 
© — 
1 
on 
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If the Players have croſſed each other, he that 
runs for the wicket that is put down is out; if they 
are not croſſed, he that has left the Wicket that is put 
down is out. 5 EF. 

When the Ball has been in the Bowler's or Wicket-: 
keeper's Hands, the Strikers need not keep within 
their Ground till the Umpire has called Play; but if 
the Player goes out of his Ground with an intent 
to run, before the Ball is delivered, the Bowler may 
put him out. _ | Eb 

When the Ball is ſtruck up in the Running 
ground between the Wickets, it is lawful for the 
Strikers to hinder its being catched ; but they muſt 
neither ſtrike at, nor touch the Ball with their 
Hands. 3 1 5 2 7 + 

If the Ball is ſtruck up, the Striker may guard 
his Wicket either with his Bat or his Body, 2 

In Single Wicket Matches, if the Striker moves 
out of his Ground to ſtrike at the Ball, he ſhall be 
allowed no Notch for ſuch Stroke, | 
The Wicket-keeper ſhall ſtand at a reaſonable. 
Diſtance behind the Wicket, and ſhall not move 
till the Ball is out of the Bowler's Hand, and ſhall 


not by any Noiſe, incommode the Striker; and if 


his Hands, Knees, Foot, or Head, be over or be- 
* the Wicket, though the Ball hit it, it ſhall not 
e out. TT. EA 5 
The Umpires ſhall allow two Minutes for each 
Man to come in, and fifteen Minutes betwen each 
Innings. When the Umpires ſhall call Play, the 
Party refuſing to play ſhall loſe the Match. 
They are the ſole Judges of fair and unfair Play, 
and all Diſputes ſhall be determined by them. 
J. ä 


When 


ns De Game of CRICKET. 


When a Striker is hurt, they are to allow another 


to come in, and the Perſon hurt ſhall have his Hands 
in any Part of that Innings. 

They are not to order a Player ont, unleſs appealed 
to by the Adverſaries. 

But if the Bowler's Foot is not behind the 
Bowling-creaſe, and within the Return-creaſe, when 
he delivers the Ball, the Umpire, unaſked, muſt call 
No Ball. : Re 

If the Strikers run a ſhort Notch, the Umpire 
muſt call No Notch. NS 


n r 5. 


IF the Notches of one Player are laid againſt ano- 
1 ther, the Bet depends on both Innings, unleſs 
otherwiſe ſpecified. 3 = | 
If one Party beats the other in one Innings, the 
Notches in the firſt Innings ſhall determine the Bet. 
But if the other Party goes in a fecond Time, then 
the Bet muſt be determined by the Numbers on the 


| Score. | 


— 


8 8 hn. 


a. . 1 To 4 
— 


Taz GAME or TENNIS. 


CE 


Tennis-Court is uſually ninety-fix or ninety- 
ſeven Feet long, by thirty-three or four in 
| Breadth. 
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Breadth. A Net hangs acroſs the Middle, over 


which the Ball muſt be truck, to make any Stroke 
good. At the Entrance of a 'Tennis-Conrt there 1s 
a long covered Paſſage before you go into the De- 


dans, the Place where Spectators uſually are; into 


which, whenever a Ball is played, it counts for a 
certain Stroke. This long Paſſage is divided into 
different apartments, which are called Galleries, viz. 
from the Line towards the Dedans, is the firſt Gal- 
lery ; Door, ſecond Gallery, and the laſt Gallery : 
which is called the Service- ſide. From the Dedans 
to the laſt Gallery are the Figures 1, 2, 3, 4, 5, 
6, each at a Yard Diſtance, marking the Chaces, one 
of the moſt eſſential Parts of this Gi. On the 
other Side the Line 1s the firſt Gallery ; Door, ſe- 
cond Gallery; and laſt Gallery, which is called the 
Hazard-ſide : every Ball played into the laſt Gallery 
on this Side tells for a certain Stroke, the ſame as 


into the Dedans. Between the ſecond and this laſt 


Gallery are the Figures 1, 2, marking the Chaces 


on the Hazard- ſide. Over this long Gallery is the 


Pent-houſe, on which the Ball 1s played from the 
Service-fide to begin a Set of Tennis, and if the 
Player fails firiking the Ball (ſo as to rebound from 


the Pent-houſe) over a certain Line on the Service- 


fide 1t is reckoned a Fault ; two of them are counted 
for a Stroke, If the Ball paſſes round the Pent- 
houſe, on the oppoſite Side of the Court, and falls 
beyond a particular deſcribed Line, it is called 


paſſe, goes for nothing, and the Player is to ſerve 


again. | 
L 2 On 
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On the Right-hand of the Court from the Deine, 


a Part of the Well projets mo:e than the reſt, ia or- 
der to mike a Variety in the Stroke, and render it 
more difficult to be returned by the Adverfary, and 
is called the Tambour: The Grill is the laſt Thing 
on the Right-hand, wherein if the Ball is ſtruck, it 
is reckoned 15, or a certain Stroke, 

A Set of Tennis conſiſts of ſix Games, but if what 


is called an Advantage Set is played, two ſucceſſive 


Games above five Games muſt be won to decide; 
or in caſe it ſhould be fix Games all, two Games 
muſt ſtill be won on one Side to conclude the 
Set. | Fee. 5 
When the Player gives his Service in order to 
begin the Set, his Adverſary is ſuppoſed to return 
the Ball, wherever it falls after the firſt Rebound, 
untouched; for Example; if at the Figure 1, the 
Chace is called at a Yard, that is to ſay, at a Yard 
from the Dedans ; this Chace remains till a ſecond 
Service is given, and if the Player on the Service: ſide 


lets the Ball go after his Adverſary rerurns it, and if 
the Ball falls on or between any one of theſe Figures, | 


they muſt change Sides, for he will be then on the 
Hazard-fide to play for the firſt Chace, which if he 
wins by ſtriking the Ball fo as to fall, after its firſt 
Rebound, nearer to the Dedans than the Figure 
1, without his Adverſary's being able to return 
it from its firſt Rebound, he wins a Stroke, and 
then proceeds in like Manner to win a ſecond 
Stroke, &c. If a Ball falls on a Line with the firſt 
Gallery, Door, ſecond Gallery, or laſt Gallery, the 


Chace is likewiſe called at ſuch or ſuch a Place, 
naming the Gallery, &e. When it is juſt put over 


the 
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the Line, it is called a Chace at the I. ine. If the 


Player on the Service- ſide returns a Ball with ſuch 


Force as to ſtrike the Wall on the Hazard-fide, ſo 
as to rebound, after the firſt Hop, over the Line, it 
is alſo called a Chace at the Line. a 


The Chaces on the Hazard: ſide proceed from the 
Ball being returned either too hard, or not hard 
enough; ſo that the Ball, after its firſt Rebound, falls 


on this Side the Line which deſcribes the Hazard- 
ſide Chaces, in which Caſe it is a Chace at 1, 2; 
&. provided there is no Chace depending, and 
according to the Spot where it exactly falls, When 
they change Sides, the Player in order to win this 
Chace muſt put the Ball over the Line, any where, 
ſo that his Adverſary does not return it. When 
there is no Chace on the Hazard-ſide, all Balls put 
over the Line from the Service-ſide, without being 
returned, reckon, | "+ 2 

The Game, inſtead of being marked one, two, 


| three, four, is called for the firſt Stroke, Zftcer ; for 


the ſecond, thirty; for the third, forty ; and for 
the fourth, Game, unleſs the Players get four Strokes 
each; then, inſtead of calling it forzy all, it is called 


Deuce, after which, as ſoon as any Stroke is got, it is 


called Advantage, and in caſe the Strokes become 
equal again, Deuce again ; till one or the other gets 
two Strokes following, to win the Game. 

The Odds at this Game are very uncertain, on ac- 
count of the Chances : and various Methods of giving 
Odds have been uſed to render a Match equal. 

A Biſque is the loweſt Odds given (except Choice 
of the Sides, ) and is the Liberty of ſcoring a Stroke 
whenever the Player, who receives the Advantage, 

| I. 3 chooſes ; 
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chooſes; for Example, let a 8 be forty to 
thirty. he who is forty by taking the Biſque becomes 
Game. 

Fifteen is a Stroke given at the beginning of a 
Game. 

Half-thirty, is Fiſteen given the firſt Game, and 
Thirty the ſecond ; and ſo on to the whole Thirty, 
Forty, &c. 

Half-Court, is confining the Player to play into 
the Adverſary's Half- court, and is of great Advan- 
tage to the Adverſary. 

Touch no Wall, is another great Advantage given 
to the Adverſary. 

Round Service, is ſerving the Ball round the Pent- 
houſe. 

Barring the Hazards, is not reckoning the De- 
dans, Tambour, Grill, or the laſt Gallery, or the 
Hazard-ſule, &c. He. 

The Odds generally laid, making Allowance for 
particular Circumſtances, are as follow : 

The firſt Stroke being won between even Players, 
that is, 15 Love, the Odds are, 


Of the ſingle Game — 7 to 4 
Thirty Love — — 4 to 
Forty Love — — d 1 
Thirty fifteen — — 0 2 
Flrorty fifteen _ — 15 - 7 
Forty thirty — _ 9 1 
The Odds of a four Game Set, when the firſt 3 
is von, are — — 7 to 4 
When two Games Love — 4 to 
Three Games Love — to 1 
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Wen two Games to one — 2 
Three Games to one — 5 to 1 
The Odds of a fix Game Set, when the firſt Game is 
won, are — — 3 to 
When two Games Love — 2 to 
Three Games Love — 4 to 
Four Games Love — 10 to 
Five Games Love — 21 to 
When two Games to one — 8 to 
Three Games to one — 5 to 
Four Games to one — 5 to 
Five Games to one — 15 to 
When three Games to two — 7 to 
Four Games to two — —_— 
Five Games to two — 10 to 
When four Games to three — 2 to 
Five Games to three 5 to 
The Odds of an Advantage Set, when the fir 
Game is won, are — 8 4 
When two Games Love — 11 
Three Games Love — 3 to 1 
Four Games Love — 5 
Five Games Love — 15 to 1 
 Vhen two Games to one. — 4 to 3 
Three Games to one — 3 1 
Four Games to one — 7 ©: 2 
Five Games to one — 10 to 1 
When three Games to two — 8 8 
Four Games to two — 0 
Five Games to two — ; to 1 
When four Games to three — 8 to 5 
Five Games to three äü 38 to 1 
When five Games to four — 2 to 1 
When fix Games to five —ů— 5 to 2 
THE 
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Tux GAME or OUINZE. 


HIS Game 1s admired for the Simplicity ae 
: Fairnefs with which it is played, depen: 
ding entirely upon Chance, being ſoon decided, 
and not requiring that attention which moſt other 
Games on the Cards do, and therefore calculated 
for thoſe who love to ſport upon an equal Chance. 
It is called Quinze from fifteen being the Game; 
which muſt be made in the following Menner; Fir, 
the Cards muſt be ſhuffled by the two Players (for 
only two commonly play this Game) and when they 
have cut for Deal, which is the Buſineſs of him who 
cuts the loweſt, the Dealer has the Privilege, as at 
all other Games, to ſhuffle them laſt ; this being 
done, the Adverſary cuts them, after which the 
Dealer gives one Card to his Adverſary, and one 
to himſelf ; if the Adverſary does not like his Card, 
he has a Right to have as many Cards given to him, 
one after the other, as will make fifteen, or come 
neareſt to it, which are uſually given from the Top 
of the Pack: For Example, if he ſhould have a 
Deuce, and draws a Five, which make ſeven, be 
muſt go on again, in hopes of coming nearer to 
fifteen ; if he draws an Eight, which makes juſt 
fifteen, and being Elder- hand, he is ſure of winning 
the Game; but if he over.draws himſelf, and makes 


above | 


The Game of HAZARD. | 226 


above fifteen, he loſes, unleſs the Dealer does the 
ſame, in which Caſe it is a drawn Game, and they 


double their Stakes; thus going on till one of them 


has won the Game by ſtanding, and being neareſt to 


fifteen, &e. At the End of each Game the Cards 


are put up and ſhuffled, and the Players cut for Deal, 
the Elder-hand having the Advantage. 


— 
Tux GAME or HAZARD. 


PIERS 


NY Number of Perſons may play. The 
Perſon who takes the Box and Dice throws a 
Main, that is to ſay, a Chance for the Company, 
which muſt be above Four, and not exceed Nine, 
otherwiſe it is no Main, conſequently he muſt keep 
throwing till he brings five, fix, ſeven, eight, or 
nine; this done he muſt throw his own Chance, 
which may be any above three, and not exceeding 
ten; if he throws two Aces or 'Trois-ace (commonly 
called Crabs) he loſes his Stakes, let the Compa- 
ny's Chance, which we call the Main, be what it 
will, If the Main ſhculd be ſeven, and ſeven or 
eleven is thrown immediately after, it is what. is 
called a Nick, and the Caſter (the preſent Player) 
7 L 5 wins 
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wins Out his Stakes. If eight be the Main, and 


eight or twelve is thrown immediately after, it is 
alſo called a Nick, and the Caſter wins his Stakes, 
The Caſter throwing any other Number for the 
Main, ſuch as are admitted, and brings the ſame 
Number directly afterwards, it is likewiſe termed a 
Nick, and he alſo wins whatever Stakes he has 
made. Every three ſucceſſive Mains the Caſter wins, 
he pays half a Guinea to the Box or Furniſher of 
the Dice. | | | 
The Meaning of a Stake or Bet at this Game 


ſomewhat differs from any other, If a Perſon 


chooſes to lay ſome Money with the Thrower or 
Caſter, he muſt put his Caſh upon the Table, within 
a Circle which is deſcribed for that Purpoſe ; when 
he has done this, if the Caſter agrees to it, he 
knocks the Box upon the 'Table at the Perſon's Money 
with whom he intends to bet, or particularly men- 
tions at whoſe Money he throws, which 1s ſufficient, 
and he is obliged to anſwer whatever Sum is down, 
unleſs the Staker calls to cover; in that Caſe the 
Caſter is obliged to ſtake alſo, otherwiſe the Bets 


would be void. It is optional in the Perſon who 


bets with the Thrower, to bar any Throw which 
the Caſter may be going to caſt, provided neither of 
the Dice is ſeen: if one Die ſhould be diſcovered, 
the Caſter muſt throw the other to it, unleſs the 
Throw is barred in proper Time. 


The common Odds, which are abſolutely ne- 


ceſſary to be underſtood, before any Body attempts 

to play or bett at this Game, are as follow: | 
If ſeven is thrown for a Main, aud four the 

Chance, it is two to one againſt the Perſon who 


throws: If fix to four is thrown, five to three: if five 
| to 
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to four is thrown, four to three: ſeven to nine, 
three to two: ſeven to ſix, three to two; barring the 
two Trois; with the two Trois, only fix to fi ve: 
ſeven to five, three to two : ſix to five an even Bet, 
barring the Doublets or the two Trois ; with the 
Trois, five to four: eight to five, an even Bet, 
barring the two Fours; five te four with the two 
Fours: nine to five, even: nine to four, is four to 
three: the Nick of Seven is ſeven to two, but often 
laid but ten to three, and five to one you do not 
nick Six or Eight, | | | 3 

To illuſtrate theſe Calculations ſtill more clearly, 
the following Table will be neceſſary : 


TABLE ef the ODDS, 


7 to 4 ĩs 2 to 1 
6 to 4 is 5 to 3 
5 to 4 18 4 to 3 
7 to q is 3 to 2 | 
1 to6 { g to 2, barring two Trois, 
6 to 5, with the two Trois, 
7 togisgtoz | 
| even, barring two 'Trois, 
bto 5 { 5 to 4 with — Trois, 
910 { even, barring two Fours, 
9 * 5 to 4, with two Fours, 
9 to 5 is even, 
9 to 4 is 4 to 3. . 
1 408 Nick of Seven is ſeven to two, often laid ten 
ree, ESE 
The Nick of Six and Eight is five to one, 
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It is neceſſary to be perfectly Maſter of theſe 
Odds, ſo as to have them as quick as Thought, in 
order to play the prudent Game, and to wake; vſe of 
them by way of inſuring Bets in what is called 
Hedging, in cafe the Chance happens to be not a 
likely one; for by taking the Odds a ready Calcu- 
lator ſecures himſelf, and often ſtands Part of; his 
Bet to a certainty, For Example, if Seyen is the 
Main, and-Four the Chance, and he has five Pounds 
depending on the Main, by taking fix. Pounds to 
three, he mnſt either win two Pounds or one Pound; 
and on the contrary, if he does not like his 
Chance, by laying the Odds againlt himſelf he muſt 
fave in Proportion to the Bet he has made. | 


Some Adlitional Calculations on Hazard, 


F 8 and 6 are Mainand Chance, it is very near 
11 to 12, that either one or the other 1 is thrown 
of in two Throws. | 

And if 5 and 7, or 9 and - are Main und 
Chance, the. Probability that they will be thrown 1 in 
two Throws is near 11/to 12. 

If 5 and 8, or q and 8, or 5 and 6, or 9 and 6 
are Main- and Chance, the Probability of throwing 
one of them in two Throws is as 7 to g exactly. 

And if ) and 4, or 7 and 10 are Main and | 
Chance, the Probability that they will be throw nid 
two Throws is alſo as 7 to 9. 

If 7 and 8, or 7 and 6 are Main and Chance, | 
one may lay 15 to 14 that one of them is thrown 1 in 

wo T bro we. | a 
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- But if 8 404 , or 5 and 10, Or gand 4 ,org and 10 
are Main and Chained he that undertakes to throw 


; either Main or Chance in three 'Throws has the 
| worſt of the Lay; for it is as 21 to 23 exceeding 
l near, | 
: If the Main be 7, and each Perſun ſtake | Gui- 
; W nes, the Gain of the Setter is about 3d. 2. per. 
5 Guinea. | 

If the Main be 6 or 8, the Gain of the Setter i is 


about Six pence in a Guinea. 

But if the Main be 5 org, the Gain of the Setter 
is about 34. 4 in a Guinea. 

However it any Perſon is determined to ſet up on 
the firſt Main that is thrown, his Chance, ſuppoſing 
each Stake to be a Guinea, is 4 d. 2, exaclly. 

Hence the Probability of a Main, to the Proba- 
bility of no Main, is as 27 to 28 very near. 

If any one ſhould undertake to throw a Six or 
an Ace with two Dice in one throw, he ought to 


Jay. 5 to 4. 
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THE 


GAME or LANSQUENET. 


T HIS Game may be played by almoſt any 
Number of People, although only one Pack of 
Cards is uſed at a Time, that is to ſay, during the 


Deal. The Dealer, whom ſome think has an Ad- 


vantage, begins by ſhuffling the Cards, and hav- 
ing them cut by any other Perſon of the Party; 
after which he deals ont two Cards on his Left- 
hand, turning them up: then one for himſelf, and 


a a fourth, which he places in the Middle of the Ta. 


ble for the Company, called the rejouiſſance Card, 
Upon this Card any, or all of the Company, ex- 
cept the Dealer, may put their Money, which the 
Dealer is obliged to anſwer, by ſtaking an equal 


Sum to the whole that is put upon it by different 


Perſons. He continues dealing, and turning the 
Cards upwards, one by one, till two of a Sort ap- 
pear: for inſtance, two Aces, two Deuces, &c. 
which in order to ſeparate, and that no Perſon may 
miſtake for ſingle Cards, he places on each Side of 
his own Card ; and as often as two, three, or the 
fourth Card of a Sort come up, he always places 
them, as before ſaid on each Side his own. Any 
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ſingle Card the Company has a Right to take and 
put their Money upon, unleſs the Dealer's own 
Card happens to be double, which often occurs by 
this Card being the ſame as one of the two Hand 
Cards which he firſt of all dealt out on his Left- 
hand. Thus he continues dealing till he brings 
either their Cards, or his own. As long as his 
own Card remains undrawn he wins; and which- 
ever Card comes up firſt, loſes. If he draws or 
deals out the two Cards on his Left, which are 
called the Hand-Cards, before his own, he is entitled 
to deal again; the Advantage of which 1s no other, 
than his being exempted from loſing when he 
draws a fimilar Card to his own immediately after 
he has turned up one for himſelf. ES 

This Game is often played more ſimply without 
the rejouiſſance Card, giving every Perſon round the 
Table a Card to put their Money upon. Some 
times it is played by dealing only two Cards, one 
for the Dealer, and another for the Company, 
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BILLIARDS®; 


Vith Inft ruftions and Rules for the Atbining +: Viz, 


The White 2 Fortification Billiards, 
Same. | with Rules and Regu- 

The White Loſing Game.] lations for every Me. 

Red or Carambole Win- thod of playi ing the 
ning Game. | Game, 

The Red Loſing Game. 


* order to play this Game well, Attention muſt 
be given at firſt :o the Method of holding the 
Mace; to the Poſition in which the Player ſhould 
ſtand, and the Manner of delivering the Ball from 
the Mace; but theſe are much more eaſily acquired 
by Obſervation, or by the Direction of a good Player, 
than by any poſſible written Rules, 
A Perſon who plays with his Right Hand muſt 
ſtand with his Left Foot foremoſt; and, on the con- 
trary, he who is Left-handed, muſt ſtand with his 
Right Foot foremoſt, by which he will ſtand more 
Ready and firm. 

Immoderate Burſts of Paſſion, and even fretting 
at trifling Diſappointments 1 in the Game, are uſually 


* This Treatiſe may be had _ Price 1s. 


found 
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found very prejudicial to the Player; his Nerves 
being effected, it is impoſſible for him to make the 
Stroke with that Steadineſs and Nicety the Game 
requires, | 

The Game nſually played is the White Winning 
Game. : 


Rutts aud REGULATIONS to be obſerved at tie 
| White Winning Game, 


The Game its Tuelve in Number. 


1; . you begin, ſtring for the Lead, and 
the Choice of Balls, it you pleaſe, 

II. When a Perſon ſtrings for the Lead, he muſt 
tand within the Limits of the Corner of the Table, 
and likewiſe muſt not place his Ball beyond the ſtring- 
ing Nails or ſpots; and the Perſon who brings his 
Pall neareſt the Cuſhion wins the Lead. , _. 

III. If after the firſt Perſon has ſtrung for the 
Lead, and his Adverſary who follows him ſhould 
make his Ball touch the other, he loſes the Lead, 
IV. If the Player holes his own Ball, either in 
fringing or leading, he loſes the Lead. | Ex 
V. If the Leader follows his Ball with either 
Mace or Cue paſt the middle Hole, it is no Lead; 
and if his Adverſary chuſes, he may make him Jead 
again, OS 

VI. The Striker who plays at the Lead, muſt 
ſtand with both his Feet within the Limits of the 
Corner of the Table, and muſt not place his Ball 
beyond the ſtringing Nails or Spots; and his _— 
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fary (only) is bound to ſee that he ſtands and plays 


fair, otherwiſe the Striker wins all the Points he | 


made by that Stroke, | ES 
VII. When a Hazard has been loſt in either of 
the Corner Holes, the Leader is obliged (if his Ad- 


verſary requires it) to lead from the End of the Ta. 
ble, where the Hazard was loſt ; but if the Hazard 
was Joſt in either of the middle Holes, it is at the | 
Leader's Option to lead from either End of the Ta. 


ble he pleaſes, | 


VIII. If the Striker does not hit his Adverſary's | 


Ball, he loſes one Point; and if by the ſaid Stroke his 
Ball ſhould go into a Hole, over the Table, or on 2 
Cuſhion, he lofes three Points, wiz. one for miſſing 


the Ball, and two for holing it, &c. and he loſes the | 


Lead, | 


IX. If the Striker holes kis Adverſary's Ball, or | 


forces 1t over the Table, or on a Cuſhion, he loſes 
two Points. 


X. If the Striker holes his own Ball, or forces it | 


over he Table, or on a Cuſhion, he loſes two Points, 
XI .If the Striker holes both Balls, or forces them 


over the Table, or on a Cuſhion, he loſes two 
Points. 7 | VF 
XII. No Perſon hath a Right to take up his Ball 


without Permiſſion from his Adverſaty. 


XIII. If the Striker, by Accident, ſhould touch | 
or move his own Ball, not intending to make a | 


Stroke, it is deemed as an Accident ; and his Adver- 
fary, if he requires it, may put the Ball back in the 
Place where it ſtood. 


XIV. If the Striker forces his Adverſary's Ball |} 


over the Table, and his Adverſary ſhould _ to 
1 | | oh 
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top it, fo as to make it come on the Table again, 
the Striker nevertheleſs wins two Points. 

XV. If the Striker forces his own Ball over the 
Table, and his Adverſary ſhould chance to ſtop it, 
ſo as to make it come on the Table again, the Striker 
loſes nothing by the Stroke, and he hath the Lead : 
Becauſe his Adverſary ought not to ſtand in the 
Way, or near the Table. & | 

XVI. If the Striker miſſes the Ball and forces it 
over the Table, and it ſhould be ſtopped by his Ad- 
verſary, as before-mentioned, he loſes one Point, and 
has the Lead, if he chuſés. | 

XVII, If the Striker, in playing from a Cuſhion 
or otherwiſe, by touching the Ball, makes his Mace 
or Cue go over or palt it, he loſes one Point; and if 
his Adverſary requires it, he may put the Ball back, 
and may make him paſs the Ball, | 
XVIII. If the Striker, in attempting to make a 
Stroke, doth not touch his Ball, it is no Stroke ; and 
he muſt try again to make a Stroke, 

XIX. If when the Balls are near each other, and 
the Striker by Accident ſhould make his Ball touch 
the other Ball, it 1s nevertheleſs a Stroke, though not 
intended as ſuch. | | 

XX. If the Striker who plays the Stroke ſhould 
make his Adverſary's Ball go ſo near the Brink of a 
Hole, as to be judged to ſtand ſtill, and afterwards 
ſhould fail into it, the Striker wins nothing; and the 
Ball muſt be put on the ſame Brink where it ſtood, 
for his Adverſary to play from the next Stroke, 
V. B. There is no occaſion for challenging the Ball 
if it flops, as ſome Perſons imagine. 5 
XXI. If the Striker's Ball ſhould ſtand on the 
Brink or Edge of a Hole, and if in playing it off 
| he 
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he ſhould make the Ball go in, he loſes three 
Points, RN. | 
XXII. Tf a Ball ſhould fland on the Brink or on 
the Edge of a Hole, and it ſhould fall into the Hole, 
before or when the Striker has delivered his Ball 


from his Mace or Cue, ſo as to have no Chance for | 


his Stroke, in that Caſe, the Striker and his Adver- 


Jary's Balls wut be placed in the fame Poſition, or | 


as near as poſlible thereto, aud the Striker muſt play 
2 gain. 1 56 

XXIII. The Striker is obliged. to paſs his Adver- 
ſary's Bail, more eſpecially if he miſſes the Ball on 


Purpoſe ; and his Adverſary may, if he chuſes, oblige | 


him to place the Ball where it Rood, and play until 
he has paſſed. | | 
XXIV. If the Striker plays both Balls from his 
Mace or Cue, ſo that they touch at the ſame Time, 
it is deemed a foul Stroke; and if it is diſcovered by 
his Adverſary, and a Diſpute ſhould ariſe thereon, 
he has an undcutted Kight to appeal to the diſinte- 
reſted Company then preſent; and the Marker, if 
required, after demanding Silence, muſt go round 


the Table to each Perſon ſeparately, and te particu- | 


larly careful to aſk, if he hath any Bet depending 
thereon, if he underſtands the Game, and the Nature 


of the Diſpute then in Queſtion; and if determined | 
by the Majority of the difinterefted Company, and 


the Marker, if needful, to be a foul Stroke, then it 
1s at his Adverſary's Option (if not holed) either to 
play at the Bal}, or take the Lead, 


But if, by the above-mentioned Stroke, his Ad- 


verſary doth not diſcover it to be a foul Stroke, then 


the Striker may reckon all the Points he made 'y 
| | | tre 
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the ſaid Stroke, and the Marker is obliged. to mark 
them. | | 
XXV. No Perſon hath a Right to diſcover to the 
Player whether the Stroke is fair or foul, until it 1s 
ake d. | 
XXVI. If by a foul Stroke the Striker ſhould hole 
his Adverſary's Ball, he loſes the Lead. | 
XXVII. If by a foul Stroke the Striker holes his 
own or both Balls, or forces his own or both Balls 
over the Table, or on a Cuſhion, he loſes two Points, 
XXVIII. If the Striker plays cn a Ball when it 
is running or moving, it is deemed as a foul Stroke. 
[Vide Article XXIV. _ Rs 
XXIX, If the Striker plays with both Feet off the 
Ground, without the Permiſſion of his Adverſary, it 
is deemed a foul Stroke. | Vide Article XXIV.) 
XXX. If the Striker plays with a wrong Ball, he 
loſes the Lead, if his Adverſary requires it. 
XXXI. If the Ball ſhould be changed in a Ha- 
zard, or on a Game, and it is not known by which 


Party, the Hazard muſt be played out by each Party 


with their different Balls, and then changed, 
XXXII. If the Striker plays with his Adver- 


ſary's Ball, and holes, or forces the Ball he played at 
over the Table, &c. it is deemed a foul Stroke, [Vide 


Article XXIV.) 

XXXIII. If the Striker plays with his Adver- 
ſary's Ball, and holes or forces the Ball he played 
with over the Table, &c. he loſes two Points; and if 
he miſſed the Ball, three Points. 

XXXIV. If the Striker plays with his Adver- 
ſary's Ball, and miſſes it, he loſes one Point; and if 
his Adverſary diſcovers that he hath played with the 


wrong 
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wrong Ball, he may part the Balls, and take the Lead 
if he pleaſes. 

XXXV. In all the before-mentioned Caſes of the 
Striker's playing with the wrong Ball (if diſcovered) 
his Adverſary muſt play with the Ball the Striker 
play ed at throughout the Hazard, or part the Balls, 
and take the Lead. | S 

XXXVI. Whoever ſtops a Ball when running, 
with Hand, Stick, or otherwiſe, loſes the Lead, if 
his Adverſary does not like the Ball he has to play 
at the next Stroke. [ Vide Article XXIV. ] 

. XXXVII. Whoever retains his Adverſary's Stick 
when playing, it is deemed foul, {Vide Article 
XXIV.) 5 

XXXVIII. If che Striker ſtops or puts his own 
Ball out of its Courſe, when running towards either | 
of the Holes, and if adjudged by the Marker, and 
the diſintereſted Company then preſent, to be going 
into a Pocket, if he miſſed the Ball he loſes one | 
Point, and if going into a Hole by the ſame Strokes, 
three Points, | 

XXXIX. If the Striker ſtops or puts his Adver- 
ſary's Ball out of the Courſe when running towards 
or into a Hole, or puts his Adverſary's Ball into a 
Hole, it is deemed a foul ſtroke, [Vide Article 
XXIV. | 5 | 
VN. B. If the Adverſary doth the ſame as in the 

foregoing Rules, he is ſubjected to the ſame Penal- 
ties as the Striker, CES 


XL. He who ſhakes the Table when the Bal! F 


is running, makes it a foul Stroke. [Vide Article 

XXIV.] 5 5 
VXLI. He who throws his Stick upon the Table, 
fo as apparently to be of any Detriment to his Ad- 
| | verſary, | 


rerſary, makes it a foul Stroke. [Vide Article 
XXIV. | 


XLII. He who blows on the Ball when running, 


makes it foul. [Vide Article XXIV.]J And if his 
own Ball was running towards or near the Hole, he 
bſes two Points. | 
XLIII. He who leaves the Game before it is 
finiſhed, and will not play it out, loſes the Game, 


XLIV. Any Perſon may change his Mace or 
Cue in playing, unleſs otherwiſe previouſly agreed 


on. 5 

XLV. When two Perſons are at play, and no 
particular Terms of Agreement have been made, 
reither Party has a Right to object to either Mace 
or Cue being played within the ſaid Game. 


XLVI. When the Parties agree to play Mace 


gainſt Cue, the Mace player hath no Right to uſe 


Cue, nor has the Cue Player any Right to uſe a 


Mace during the Game or Match, without Permiſſion 
from his Ad verſary. $77; IS 
XLVII. When a Perſon agrees to play with the 


Cue, he muſt play every Ball within his Reach 


rich the Point thereof, and if he agrees to play with 
the Butt of the Cue, he has no Right to play with 
he Point thereof, without Permiſſion from his 
Adverſary. - | | 

XLVIII. When the Parties agree to play Point 
nd Point of the Cue, neither of them have a Right 
0 uſe a Butt during the Game or Match, without 
permiſſion, &. but they have a Right to play with 


de Point of a long Cue over a Mace, &c. 


XLIX, When the Parties agree to play all Point 


#1th the ſame Cue, they have no Right to uſe any 


L. Whoever 


ther during the Game or Match. 


RuLES for the Warts Winning Game, 239 


* . ˙ * 


— — — + 


240 . The Gaus of BILLIARDS, 


L Whoever propoſes to part the Balls, and hi; 
ry agrees to 1t, the Propoſer thereof loſes the 

ead | 
I. Ter Miſlings do not make a Hazard, unleſs it 
is previouſly agreed on to the contrary, 

LII. In all Caſes, the Betters are to abide by the 
Players on the Determination of the Hazard, or on 
the Game; and the Betters have a Right to demand 
their Money when their Game 1s 2 to Prey 
Diſputes. 

III. Every Perſon cught to be very attentive, 
and liſten for the Stroke, are he "_—_— the Door 
of a Billiard Room. | 

LIV. The Striker has a Right to command ki 
Adverſary not to ſtand facing him, nor near him, ſo 
as to annoy or moleſt him in the Stroke. 

LV. Each Party is to attend to his own Game, 
and not to aſk If his Adverſary's Ball be cloſe ?— 
If he touches his Ball? If he can go round the Ball? 
— nor any Queſtion of the like Tendency; nor is 
any Perſon to beſet right, if going to play with the 
wrong Ball. 

LVI. Thoſe Perſons who do not play mult ſtand 
from the Table, and give Room for the Players to 
paſs round the Table, to make the Stroke. 

LVII. The Parties who play ought to be parti- 
cularly careful and attentive to the' Hazard or the 
Game, more eſpecially when any Bets are depend- 
ing thereon, 


LVIII. No Perſon in the Room has a Right 


to lay more than the Odds on a Hazard or on a 
Game, But if he offends for Want of Knowledge 
of the Game, he oe appeal to the Marker; or 


5 
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to the Table of the Odds, which ought to be hung 


up in the Billiard Room for Inſpection. 


ILIX. Each Perſon who purpoſes a Bet, ſhould 


name the Sum he intends to lay, and ſhould likewiſe 
be very careful not to offer a Bet when the Striker 
has taken his Aim, or is going to ſtrike, leſt it may 
diſturb or interrupt him in the Stroke, 

LX. No Bet ought to be propoſed on any Stroke 
(at the Loſing Game eſpecially) that may be ſup- 
poſed to have any Tendency to leſſen or to influence 
the Judgment of the Player. | | 

LXI. If any Bets are laid on the Hazard, and 
the Game is eleven, and the Striker loſes the Game 


by a Miſs, and ſhould afterwards ge into a Hole, it | 


cannot be a Hazard, the Game being out by the Miſs. 
LXII. If 4 propoſes a Bet which is accepted by 


B, it muſt be confirmed by A, otherwiſe it is no 


Bet. | 
LXIII. When four Perſons play, the Game is 
fifteen in Number, and each Party has a Right to 
conſult with and direct his Partner in any Thing 
reſpecting the Game, Cc. and the Party who makes 
two Miflings before a Hazard is made, is out, and 
it is his Partner's Turn to play; but if after the two 
Miſings have been made by the Party, his Adver- 
ſary ſhould hole a Ball, ſo as to make a Hazard the 
Stroke following the ſaid two Miſſings have been 
made, yet the Party who did not make the two 
Viflings is to play, as he cannot he ſuppoſed to be 
out who has not made a Stroke. 


= - WHITE 


—— — 
— — — —-—a 


242 RUuLEs for the WarTe Lostnc Gans, 
WHITE LOSING GAME. 
Tavelve in Number. 


WHEN a Perſon is lolerably well acquainted with 
the Winning Game, he ſhould then learn the Loſing 
Game (the Reverſe of the Winning) which is a Key 
zo Billiards in general. I. depends entirely upon the 
Defence, and the Knwwledge of the Degree of Strength 
ewith which each Stroke ſhould be played, either to de- 
fend or make a Hazard : fir if a Perſou who has a 
competent Knowledge of the Game, ſhould not have a 
Hazard to play at, he muſt endeavour to lay his aun 
Ball in ſuch a Poſition, that his Adwerſary may not 


have one to play at the next Stroke, For a Lojing |} 


Game Hazard is much more eaſy to be made, when 
well underſtood, than a winning Game Hazard is in 
general, 


J. \ \ THEN you begin, you muſt ftring for 
| the Lead, and the Choice of the Balls, 


the ſame as in the Rules for leading at the White . 


Winning Game. | 


II. If the Striker miſſes the Ball, he loſes one; 


and if his Ball goes into a Hole by the ſame Stroke, 
he loſes three Points. 


III. If the Striker holes his Adverſary's Ball, he 


loſes two Points. 
IV. Forcing either or both the Balls over the 
Table, or on a Cuſhion, reckons nothing, and the 
Striker loſes the Lead, 


V. I 
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V. It the Striker miſſes his Adverſary's Ball, and 
forces his own Ball over the Table, &c. he loſes one 
Point and the Lead, 5 

VI. Either of the Parties forcing over either or 
both the Balls, reckons nothing, and the Striker 
loſes the Lead. | 3 | 

VIE. If the Striker holes his own Ball he wins 

BF two Points. £ | 
VIII. If the Striker holes both Balls, he wins 
four Points. | | 

IX, If the Striker holes either of the Balls, and 
forces the other over the Table, &c. he loſes the 
Lead only. | | | 

The reſt of the Articles of Regulations, &c. as 


in the Winning Game, are likewile to be ob- 
ſerved. | | 


RED, ox CARA MBOLE WINNING 


GAME. 
for | Sixteen in Number, 
Us, | | | 
ute 


THE Red or Carambole Winning Game is full of 
ae; N Variety; and there being /5 many Chances in it, which 
oke, ¶ nate it @ Game of great Uncertainty, the Odds of it are 

wt calculated, but are generally laid according to Fan- 
„he 9. or to the Cuſtom of the Tables where they are uſually 

tlayed at. = 
the 5 


the l. WI E N you begin, you muſt ſtring for the 
7; 


Stroke and the Choice of the Balls, the 
| — ſame 


— — 
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ſame as in the Rules for leading, Ke. in the Win- 
ning Game. 


II. A Red Ball is to by placed on a Spot made | 


for that purpoſe, in the Centre between the String 
ing Nails or Spots, at one End of the Table. 

III. The White or the Striker's Ball is to be 
played from a Spot made for that Purpoſe, in the 
Centre between the Stringing Nails or Spots at the 


other End of the Table. 
IV. After the firſt Striker hath play ed; his Adver- 


ſary is to play next, and ſo on alternately through- 
out the Game, 


V. When the Red Ball hath been holed or for- 
ced over the Table, &c, it muſt be placed on the 
ſame Spot where it originally ſtood at the Begin- 
ning of the Game, 

VI. When either of the White Balls has been 
holed, &c. it muſt be placed and played from the 
ſame Spot where it ſtood at the Beginning of the 
Game, when it is the Striker's Turn to play. 

VII. if the Striker miſſes both the Balls, he loſes 


one Point. 


VIII. If the Striker miſſes both the Balls, and 


holes his Ball, he loſes three Points. 

IX. If the Striker hits the Red and his Adver- 
ſary's Ball with his own Ball he played with, be 
wins two Points; which Stroke is called a Caram- 
bole, or for ſhortneſs, a Carrom. 

X. If the Striker holeth his Adverſary's White 
Ball, he wins two Points, 
| XI. If the Striker holes the- Red Ball, he wins 

three Points, 
| XII. If the Striker holes the Red, and his Ad- 


verſary's White Ball, by the ſame Stroke, he wins 
five 
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five Points. N. B. Two for the White and three 
for the Red Ball. 

XIII. If the Striker makes a Carambole, and puts 
his Adverſary's or the White Ball into a Hole, he 


wins four Points. N. B. Two for the Caram- 
bole, and two for the White Ball. 


XIV, If the Striker makes a Carambole, and 
holes the Red Ball, he wins five Points. N. B. 
Two for the Carambole, and three for holing the 


Ball. 


XV. If the Striker makes a Carambole, and 
holes his Adverſary's or the White Ball, and the 
Red Ball, by the ſame Stroke, he wins ſeven Points, 
N. B. Two for the Carambole, two for the White, 
and three for the Red Ball. 
XVI. Forcing either or all the Balls over the 
Table, reckons nothing. 8 
XVII. If the Striker forces his Adverſary 8, or 
the Red Ball over the Table, and by the ſame Stroke 
ſhould hole his own Ball, he loſes nothing. 
XVIII. If the Striker. makes a Carambole, and 
forces either of tbe Balls over the Table by che lame 
Stroke, he wans nothing, 
XIX. If the Striker forces the Red Ball over the 
Table, it muſt be immediately placed on its proper 
Spot. 

xx. If the Striker forces either his own or his 
Adverſary's Ball over the Table, or one of them 


into a Hole by the ſame Stroke, it reckons nothing 


of either fide; - and the Bal! or Balls muſt be placed 
on the proper Spot to play from, when jt is each 


Striker's Turn to play. 


XXI. If the Striker, in playing a Stroke, ſhould 
make his Mace or Cue touch two Balls at the ſame 
M 3 Time 
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Time, it is deemed a foul Stroke, and if diſcovered 
by his Adverſary, he wins nothing for any Points 
he made for the Stroke; and his Adverſary, if he 
pleaſes, may break the Balls; that is, by parting 
the Balls, and playing from the proper Spot on the 


Red Ball, as at the Beginning of the Game. But 


if by the foregoing Stroke, which is deemed faul, 
his Adverſary does not break. the Balls, and play 
from the proper Spot, &c. then the Striker may 


reckon all the Points he wade by the Btroke, and the 


Marker is obliged to reckon them, 

XXII. No Perſon hath a Right to dikes to 
the Player whether the Stroke be fair or foul, until 
It is aſked, unleſs they are playing a four Match ; 
and in that Caſe none but the Player and his Part- 
ner have a Right to aſk it, 

XXIII. If the Striker holes his own Ball by 2 
foul Stroke, he either loſes two or three Points (ac- 
cording to which Ball he ſtruck firſt by the Stroke.) 

XXIV. If the Striker makes a Carambole, and 
holes his own Ball he wins nothing for the Caram- 
bole, and loſes either two or three Points by the 
ſaid Stroke, according to which Ball he firuck 
firſt. 
| XXV. If the Striker aten a a and 
forces either of the Balls over the Table, he wins 

nothing by the Carambole. 

XXVI. If the Striker is going to play with the 
wrong Ball, no Perſon in the Room hath any Right 
to diſcover it to him, except his Partner, if they are 
plaving a double Match, 

XXVII. After a Red Ball has been holed, or 
forced over the Table, the preſent Striker is bound 


to 


r G 
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to fee the Ball placed on the proper Spot before he 
ſtrikes, otherwiſe he can win no Points while the 
Ball is out of its Place; and the Stroke he made is 
deemed foul. [See Article XXI. 

XXVIII. It after a White Ball has been holed, 
or forced over the Table, the Striker is obliged 10 
place his Ball on the proper Spot he is to play from, 
otherwiſe he can win no Points he made by ihe 
Stroke, which is likes iſe deemed toul, [See Article 
XXI. TI | 
XXIX. If after the Striker has made a Caram- 
bole, or holed his Adverſary's or the Red Ball, he 
ſhould touch either of the Balls which remain on 
the Table with Hand, Stick, or otherwiſe, he can 
win no Points he made by the Stroke; and it 1s 
deemed a foul Stroke. [See Article XXI.] 

XXX. If the Striker playeth with the wrong 
Ball, it is deemed a foul Stroke. [See Article | 
NA 

XXXI. If the Striker plays with his Adverſary's 
or the wrong Ball, and holes the Ball he played with, 
he either loſes two or three Points, according to 
which Ball he ſtruck firſt; and 1t is deemed a foul 
Stroke. [See Article XXI.] | | 

XXXII. If the Striker plays with his Ad verſa- 
ry's or the wrong Ball, and ſhould miſs both the 
Balls, he loſes one Point and if the Ball ſhould go 
into a Hole by the Stroke, he loſes three Points; 
and it is deemed a foul Stroke, [See Article 
XXI.] | 

XXXIII. If either or both the Balls thould be 
upon the Line, or within the ſtringing Nails or 
Spots where the White Ball is ————Y placed, af- 

| M 4. ter 
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ter his Adverſary's Ball is off the Table, it is called 
8 Baulk ; and the Striker, who is to play from the 
Spot, muſt ſtrike the oppoſite Cuſhion, to make the 
Ball come back again to-hit one of the Balls within 
the Baulk; which if he does not, he loſes one 
Point; if he ſtrikes the White Ball firſt, and holes 
his own Ball, he loſes two Points; and if he ſtrikes 
the Red Ball firſt, and holes his own Ball he loſes 
three Points, = CE 
XXXIV. If the Striker holes either or both the 
Balls, or makes a Carambole when the Balls are 
within the Baulk, he wins two, three, five, or ſeven 
Points according to the Stroke, 
XXXV. When the Striker plays from the Spot 
at either of the Balls within the Baulk, he is oblig- 
ed to paſs one of the Balls, otherwiſe it is no 
Stroke, | by. ; 
XXXVI. When the Striker's and the Red Ball 
are Within the Baulk, he is not obliged to paſs the 
Ball, : . 5 TY 
XXXVII. In either of the Caſes of playing 
with the wrong Ball (if it is not diſcovered) the 
Striker may reckon all the Points he made by the 
Stroke, and the Marker is obliged to mark them, 
XXXVIII. If after the Red Ball has been 
holed or forced over the Table, either of the, White 
Balls ſhould lay upon or near the Spot, ſo that the 
Red Ball cannot be placed on its proper Spot with- 
out touching each other, the Marker muſt then hold 
the Red Ball in his Hand while the Striker plays 
at his Adverſary's Ball; and the Red Ball muſt 
be immediately placed on its proper Spot, - 
| that 
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that it may not prevent a Carambole, &c. from 
being made, 

XXXIX. When either of the White Balls has 
been holed, and the Red or the White ſhould ſtand ' 
upon Or ſo near the Spot that the Striker cannot 
place the Ball without touching each other, the 
Marker muſt hold the Red Ball in his Hand, &c, 
[See the foregoing Rule. ] 

XL, If either of the Balls ſhould lay either he- 
fore, behind, or on one Side of the Spot, ſo that the 
Striker can place his Ball without touching each 
other, he muſt play the Ball as he can from the 
Spot, neither of which Balls muſt be moved to 
make Way for him to play. 

XLI. If the Striker hould touch two Balls with 

his Mace or Cue, it is deemed a foul Stroke. 
[See Article XXI.] 
XLII. The Beters ought to be particularly 
careful in propoſing any Bets before the Stroke at 
this Game, that may be ſuppoſed to have any Ten- 
dency to influence the Judgment of the Player. 

XLIII. No Perſon in the Room has any Right, 
by Signs, Geſtures, or otherwiſe, to diſcover to the 
Player how the Ball is to be played, whether the, 
Stroke is in his Favour or not, or (after the Stroke 
hath been played) of any Error he hath committed 
in his Judgment ; as a Stroke of the ſame Kind 

may happen in the ſame Hazard, or in the Game. 
XLIV. Each Perſon who propoſes 3 Bet ſhould 
name the Sum he intends to lay, and ſhould 
likewiſe be very careful not to propoſe a Bet when 
the Striker hath taken his Aim, or is going to {trike, 
leſt it might diſturb or interrupt the Player in the 
Stroke, 

M 5 0 The 
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The reſt of the Articles of the Regulations, e. 
as in the White Winning Game, are likewiſe to 
be obſerved, * 


RED oz CARAMBOLE LOSING GAME. 
The Game is Sixteen in Number. 


7 H E Red or Carambole Lofing Game, requires 
greater Judgment than the Winning, and depends ma- 
terially on the Skill of the Player ; the Chances in it 
may happen ſometimes to vary more than at the Min- 
ning Carambole Game, and eſpecially if the Play- 
ers do not properly underſtand the ftilful Part of the 


Game. 


1. II E Game begins in the ſame Manner as 


the Carambole Winning Game. 
II. If the Striker miſſes both the Balls, he loſes 
one Point. KY 


III. If the Striker miſſes both Balls, and holes £ 
his own Ball by the ſame Stroke, he loſes three 


Points, . | | 
IV. If the Striker hits the Red Ball firſt, and 
holes it, he loſes three Points, and the Ball muſt be 
immediately replaced on its proper Spot. 

V. If the Striker hits the White Bal firſt, and 
holes it, he loſes rwo Points. | 

| | | VI. If 
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Carambole, and three for holing 
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VI. If the Striker holes the White and the Red 
Ball by the ſame Stroke, he loſes five Points; z. 
two for holing the White Ball, and three for holing 
the N.. | 

VII. If the Striker makes a Carambole, and 
holes either his Adverſary's or the Red Ball only, 
he wins nothing for the Carambole, and loſes either 
two or three Points according to which Ball he ſtruck 
8 . 
VIII. If the Striker 


two Points. 
IX, If the Striker makes a Carambole by ſtrik- 
ing the White Ball firſt, and ſhould hole his own 


makes a Cara bole, he wins 


Ball by the Stroke, he wins four Points; vix. two 


for the Carambole, and two for holing his own 
Ball on the White, | | = 

X. If the Striker makes a Carambole by ſtriking 
the Red Ball firſt, and by the Stroke ſhould hole his 
own Ball, he wins five Points; viz, two for the 
his own Ball on 
the Red. | | 

XI. If the Striker makes a Carambole by ſtrik- 
ing the White Ball firſt, and by that Stroke ſhould 
hole his own and his Adverſary's White Ball, he 
wins fix Points; wiz. two for the Carambole, two 
for holing his own Ball on the White, and two for 
holing his Adverſary's or the White Ball. 

XII. If the Striker makes a Carambole by ftrik- 
ing the Red Ball firſt, and by the ſaid Stroke ſhould 
hole his own Ball, and his Adverſary's White Ball, 
he wins ſeven Points; viz. two for the Carambole, 
three for holing his own Ball on the Red, and two 
for holing his Adverſary's White Ball. | 


M 6 XIII. If 


3 


— 


— —— — — ——ů ä — ie — 3 


252 The Gans of BILLIARDS, 


XIII. If the Striker makes a Carambole is ſtrib- 


ing the White Ball firſt, and by the ſaid Stroke 
ſhould hole his own and the Red Ball he wins ſe— 


ven Points; wiz. two for the. Carambole. two for 
holing -his own Ball on the White, and three for 
holing the Red Ball. ; 

XIV, If the Striker makes a Carambole by 
ſtriking the Red Ball firſt; and by the ſaid Stroke 


_ ſhould hole his own N the Red Ball, he wins 


eight Points; viz. two for the Carambole, three 
for holing his own Ball on the Red, and three for 


hkoling the Red Ball. 


XV. If the Striker makes a Carambole by ſtrik- 
ing the White Ball firſt, and ſhould hole his own 
Ball, and his Adverſary's White and the Red Ball, 
he wins nine Points : viz. two for the Carambole, 
two for holing his own Ball on the White, two for 
holing his Adverſary's White Ball, and three for 
holing the Red Ball. | | 

XVI. If the Striker makes a Carambole by ſtrik- 
ing the Red Ball fi:ſt, and by the ſaid Stroke ſhould 
hole his own Ball, and the Red, and his Ad verſary's 
White Ball, he wins ten Pants; ; Viz, two for the 


Carambole, three for holing his own Ball on the 
Req, three for holing the Red, and two tor holing 
| his Adverſary' s White Ball. 


XVII, If the Striker holes his own Ball on the 
White Ball, he wins two Points. 

XVIII. If the Striker holes his own Ball on the 
Red, he wins three Points. 

XIX. If the Striker, by firiking the White Ball 
firſt, ſhould hole his own Ball and his Adverſary's 


White Ball, he wins four Points: viz. two for hol- 


ing his own Ball on the White, and two for hol - 
ing his Adyerſary's White Ball. 
AX, It 
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XX, If the Striker, by ſtriking the Red Ball 
firſt, ſhould hole his own Ball and his Adverſary's 
White Ball, he wins five Points; wiz. three for hol- 
ing his own Ball on the Red, and two for holing the 
White Ball. £2 | 

XXI. If the Striker ſtrikes his Adverſary's White 
Ball firſt, and holes his own Ball and the Red, he 
wins five Points; i. two for holing his own Ball on 
the White, and three for holing the Red Ball. 

XXII. If the Striker ſtrikes the Red Ball firſt, and 
holes his own Ball, and his Adverfary's White Ball, 
he wins five Points; wiz. three for holing his own 
Ball on the Red, and two for holing his Adverſary's 
on the White Ball. | | 

XXIII. If the Striker ſtrikes his Adverſary's 
White Ball firſt, and holes his own Ball, and his Ad- 
verſary's White Ball, and the Red, by the ſame ſtroke, 
he wins ſeven Points; iz, two for holing his own 
Ball on the White, two for holing his Adverſary's 
White Ball, and three for holing the Red Ball. 

XXIV. If the Striker ſtrikes the Red Ball firſt, and 
holes his own Ball and the Red, and his Adverſary's 
White Ball by the ſame Stroke, he wins eight Points 
viz. three for holing his own Ball on the Red, three 

for holing the Red Ball, and two for holing the White 

Ball. 1 | | 
XXV. If the Striker ſtrikes the Red Ball firſt, and 
holes his own and the Red Ball, he wins fix Points; 
wiz. three for holing his own Ball on the Red, and 
three for holing the Red Ball. 

XXVII. The Betters ought to be particularly care. 
tul in propoſing any Bets at this Game, that may be 
ſuppoſed to have any Tendency to pervert or to in- 
uence the Judgment of the Player, Gow 
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N. B. The reſt of the Rules and Regulations are 
likewiſe to be obſerved, as in the Rules for the Ca- 
* rambole Winning Game, &c. 4 
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IHE Method of playing I ſhall defcribe as nearly 
as poſſible: For the better comprehending 
which, the Editor has added two Copper Plates ; the 
firſt ſhews how the Forts, &c. are to be placed ; the 
other 1s a Plan of the 'Table when mounted, accu- 
rately meaſured, by which the various Angles are 
aſcertained, and 1s calculated for the experienced 
Player. | EE 
Firſt, There are ten Forts made of Wood, in the 
form of Caſtles, which are to have Lead put in them 
for the puropſe of making them heavy, ſo that in 
playing the Balls they may not be moved from their 
| Places. | f | | 
In the Front of each Fort, at the Bottom, is an 
Arch, full wide and high enough to admit the Ball, 
which is to be put through it to attack the Fort. 
Within the Arch of each Fort a ſmall Bell is hung, 
which-muſt be made to ring by the Adverſary's at- 
tacking Ball, otherwiſe the Fort cannot be taken, 
Secondlv, The Paſs through which each of the 
Adverſary's attacking Balls muſt paſs, before a Fort 


can be taken. | gi 
Laſtly, 'The Grand Batteries, and ten Flags or 


Colours, | | | 
Two of the Forts, called the Grand Forts, are to 
be made larger than the reft, and to have an Arch 
cut through them of the Size the others have. | 
Five of the Forts, including one of the Grand 

| | Forts, 
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Forts, one of the Batteries, and five of the Flags or 
Colours are uſually painted red, and the Forts and 
Battery are to be pointed like Brick-work, which 
Colour denotes them to be Engliſh; on each Fort 
one red Colour is to be hoi ſted on the Centre of the 
Front thereof, 
The other five Forts, grand Fort Amide Battery 
and Colours, are to be ot a white Colour; the Forts 
and Battery to be pointed with black like Stone, are 
called French, one white Colour to be hoiſted on 


each as before mentioned. 


The Paſs, which ſerves for the Purpoſe of both 
Parties attacking Balls to go through, is to be made 
in the Form of the grand Forts, but rather longer 


for Diſtinction, and to have an Arch of the Size of 
the grand Forts, and is to be painted of different 


Colours; vx. one of the Ends where the Arch is, of 
a Red, to continue half way of each Side, and the 


{ame on the Top; the other End of the Arch is to be 


White, and to continue in the fame Colour over the 
other Half as before. | 

There are likewiſe two Colours to be hoiſted on 
the Paſs, wiz. one Red and the other White; the 
Red to be hoifted at the Engliſh End, and the White 
at the French end; | 
The Pals is to be placed in the Centre of the Ta- 
ble, the red End to face the Engliſh Forts, and the 


| White End the French Forts. 


The Limits of each Party's Quarter, is from the 
End Cuſhion, where his Forts are placed, to his Paſs 
on each Side of the Table, 

The Red or Engliſh Forts are to poſſeſs one End 
of the Table, and is called the Engliſh Quarter, 


The White or French Forts are to poſſeſs the 


other 
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ether end of the Table, and is called the 3 


Quarter. 
The two Forts in each Quarter in a the firſt Angle 


from the Paſs are to be taken firſt, which are there- 
fore called the Advanced Forts. 

The two Forts in the ſecond Angle are to be 
taken next, which are called the Reſeived Forts, 

Laſtly, The grand Fort, with the Battery placed 
before the ſame, is the laſt to be taken. 

The Height of the Advanced and the Reſerved 
Forts is to be five Inches and a Half, the Breadth 
and Length of the Advanced Forts five Inches to the 

Square, and the Length of the Reſerved Forts are 
five Inches and a Half, and the Back of them to be 
rounded off. 

The Height of the Grand Forts is to he five In- 
ab and a Halt, the Breadth and Length fix Inches 

and a Quarter. The Batteries are made in a trian- 
gular Form, the Height of them are three Inches, 
the Breadth at the Extremity are two Inches and a 
Half, and the Length three Inches and a Half, 

The Height of the Paſs is five Inches and a Half, 
the Breadth ſix Inches and a Quarter, and the Length 
ſeven Inches. 

The Height of the Concave in the Forts where 
the attacking Ball muſt enter, is three Inches, the 
Breadth two Inches and a Half, the Depth two 
Inches and three Quarters. 


The Bell which is to be within the Arch in each 


Fort, muſt be hung one Inch and a Half within 
it, 

The Balls which are to be played with at this 
Game, are to be one Inch and three Eighths Dia- 


meter. 
| Deſcription 
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 Deferiptian of the Plates. 


The one is a Plan for placing the Forts, &c. &c. 
with the Diſtances meaſured ; the other is alſo a 
Repreſentation of the Superficies of a Billiard Table, 
with all the Forts and Caſtles properly placed. 


a a a The Balls. 
5 The Pals. 
cc Advanced Forts. 
4 4 Reſerved Forts. 
„Grand Fort. 
g Battery. 
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T he Game is Twenty in Number, 


I. 1 Game begins, he who ſtrikes the oppo- 
ſite Cuſhion, and brings the Ball neareſt 
the Cuſhion where he ſtruck from, ſhall have the 
firſt Stroke, and have the Red (or Engliſh Side of the 
Forts) and muſt commence Hoſtilities, and begin 
the Attack, | 
II. Each Party has three Balls, viz. one attacking 
Ball, and two defending Balls. | 
III. The Balls are placed on the Spots as appears; 
the attacking Ball is put in the Middle, the defepd- 
ing Balls on each Side thereof, . 
IV. The Ball for the attack, on the Red (or 
| | ; Engliſh 


258 FORTIFICATION B1LL1ARDs, 


Engliſh Side of the Forts) muſt be ſpotted with Red, 
and the defending Balls with ſmall black Circles, 
| V. The Ball for the Attack on the White, (or 

French) Side of the Forts muſt be White, i. e. plain, 
and the two wann Balis eight black Spots on 
each Ball. 

VI. Before you can attack any of the Forts, you 

muſt make the Pals, 


VII. When you have made the Paſs, you muſt | 


take down your Adverſary's Colours, and then at- 
tack either of his advanced Forts, which mult be 
taken firſt, | 


VIII. If after you have wade the Paſs, you do 


not take down your Adverſary's Colours, you mult 
make the Paſs again from your own Side of the 
Forts ; but you muti not return to the Spot. 

IX. If you take either of your Adverſary's Forts, 
after you have made the Paſs, and have not taken 
down your Adverſary's Paſs Colours, you loſe tuo 
Points, and muſt return to your Spot again. 

X. After you have regularly made the Paſs, and 
have taken a Fort, you mult return to your middle 
Spot again. 


Note. Regularly making the Paſs, is when you 


have taken down your Adverſary's Colours, con- 
formable to Article VII, 


Xl. When you have taken a Fort, you win four 


Points. 


XII. If you bs not take down your Adver- - 


ſary's Colours when you have taken his Fort, you 
are obliged to take the ſaid Fort again, and muſt 
be put back thoſe four points you won by the ſame. 

XIII. Miſüngs at this Game reckon nothing. 
XIV. After 
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XIV. After you have regularly made the Paſs, 
you are not obliged to go through 1 it again during the 
Game. 

XV. In each Fort there is a Bell, which gives 
Notice at being taken; which Bell muſt be made to 
ting, otherwiſe the Fort is not taken. 

XVI. The Beſieged may defend his Forts, or may 
ind his attacking Ball into the Aſſaulter's Quarter 
do attack his Forts. 

XVII. "the Beſieger muſt take his Adverſary's 
Forts with his attacking Ball. 

XVIII, If the Beſisge er ſhould take bis Adver- 
ſary's Fort with either of his defending Balls, he loſes 
two points, and returns to his Spot again. 

XIX. If the Striker plays with either of his Ad- 
verſary's Balls, he loſes two Points, and if he played | 
on either of his own Balls, it muſt be put on its pro- 
* Spot again, if his Adverſary requires it. 

XX. Either Party may ſend his defending Ball 
or Balls into his Adverſary 's Quarter, if he pleaſeth. 

XXI. After having taken the two advanced Forts, 
you muſt take the two other Forts in the next Angle, | 
which are calted the Reſerved Forts, and laſtly the 
Grand Fort, 

XXII. He who does not take the Forts 3 
to the above Direction, and takes either of the laſt 
for the firſt, loſes two Points, and muſt return to the 
proper Spot again. 

XXIII. After a Fort hath been taken, or a Ball 
holed or forced over the Table, the Striker is bound - 
to place, or to ſee the Ball placed on its proper Spot; 
and if he doth not, he ſhall reckon nothing for any 
Forts, & c. he mall take . the Time the Ball is 


out of its Place. | 
XXIV. After 
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XXIV. After having taken a Fort, either by 
Storm or otherwiſe, and his Adverſary do take the 
ſaid Ball out of the Fort, to place it or otherways, 
and although he doth not take down his Colours, 
nevertheleſs the ſaid Fort is deemed as taken, and 
the Colours are to be taken down, 

N. B. Taking a Fort by Storm is, when the 
Party has made his utmoſt Effort to take it, and 


is ſo well defended and guarded by his Adver- 


fary, ſo that he is obliged to have Recourſe to 
Stratagem, that is, by laying his Ball in a proper 
Angle, and ſtriking the Ball againſt the End Cuſhion, 


and bringing the Ball back again into his Adverſary's 


Fort. 
XXV. If che Steibor torceth either of his Adver- 
ſary's Balls into his own Fort which hath not been 


taken, he makes him a Priſoner of War, and wins 


ſix Points. 
XXVII. If the Striker forces either of his Ad- 
verſary's Balls into his own Fort which hath been 
taken, it is no Priſoner of War, But the ſaid Striker 
wins two Points, 
| XXVII. If the Striker forces either of his. Ad- 
verſary's Balls into his Adverſary's Fort, he wins 
two Points. 

XXVIII If the Striker holeth dither of his Ad- 
verſary's Balls, or two, &c. for each Ball ſo holed he 
wins two Points, 

XXIX. If the Striker holes his own Ball or Balls, 
for each Ball ſo holed he loſes two Points. 

XXX. If the Striker forceth his Adverſary's Bal 
or Balls over the Table, or on a Fort or Cuthion, for 
each Ball he wins two Points, 

— If the Striker forces his own Ball or L Balls 


Ov cf 
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over the Table, or, &c. for each Ball he loſes two 
Points. 

XXXII. If the Striker forces his Adverlary* 5 
Ball over the Table, or on a Fort or Cuſhion, or 
into a Hole, and regularly takes his Adverſary's Fort 
by the ſame Stroke, he wins fix Points, But if by 
the ſame Stroke the Striker's Ball Gould go into a 
Fort which hath been taken, or is oui of the Angle, 
he loſes two Points, 

XX XIII. If the Striker holes bis own or his Ad- 
verſary's Ball, or forces them over the Table, or on 
a Fort or Coſhion, he loſes two Points. 

XXXIV. If the Striker forces his Ball into any 
of his own or Adverſary's Forts, which hath been 
taken, or into any of his 3 Forts out of the 
Angle, he loſes two Points. 

XXXV, When a Ball is holed or forced over the 
Table, or on, &c. ſuch Ball is to be placed on its 
proper Spot; but if it happens that the Spot ſhould 
be occupied by another Ball, in ſuch Caſe the Ball 
is to be placed behind it, ſo as not to touch the 
Ball, | 

XXXVI. Whoever takes a Fort after it has been 
regularly taken, and the Colours are down, lofes 
two Points. 

XXXVII. When the Striker's Adverſary's Ball 
is out of Sight (that is, lying behind a Fort ſo 
that it cannot be ſeen) and the Striker hath a Fancy 
to ſtrike the Cuſhion firſt, and hit the ſaid Ball back- 
wards, by giving Warning, ſaying, J do not ſee, if he 
ſhould hit the ſaid Ball he wins two Points; but if 
he ſhould not hit the Ball, he loſes two Points. 

SAY IG If, by the before. mentioned Stroke, 

| the 


f 
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the Striker ſhould hit the Ball, and holeth his own 
Ball, or forces it over the Table, or on a Fort or 
Cuſhion, or into either of his own Forts, or into 
either of his Adverſary? s Forts, which hath been 
taken“, or is out of the Angle, he loſeth two 
- "a and ſhall reckon nothing for hitting the laid 
a 

XXXIX. If a of the Adverſary' s Balls ſhould 
lay before either of the Striker's Forts, which hath 
not been taken, and (the ſaid Ball being out of Sight) 
hath a, Fancy to ſtrike the Cuſhion firſt, and hit the 
ſaid Ball backwards, to make a Priſoner of War of 
his ſaid Adverſary's Ball, by ſaying, J. do not ec, 
if he hits the Ball he wins two Points, and if he 
makes a Priſoner of War of his Adverſary' s Ball, he 
wins fix Points more, and. his Adverſary's Ball muſt 
return to its proper Spot again. 

XL, When the Striker gives Warning, ſaying, 7 4» 
not ſee, his Adverſary, or the diſintereſted Company, 
have a Right to be Judges thereof, or the Marker, 
if any Diſpute ſhonld ariſe thereon. 

XLI. If the Striker holes, or &c, either of his 
Adverſary's defending Balls, it is at his Adverſary's 
Option to place the ſaid Ball on either of the Proper 
Spots, if they are both vacant. 

XLII. Whoever toucheth both Balls with Mace 
or Cue, it is deemed a foul Stroke; therefore he 
cannot reckon any Points he made by the ſaid Stroke, 
if it is diſcovered and proved to be ſo by the diſin- 
tereſted Company and the Marker; but if it is not 


diſcovered the Marker is obliged to reckon all the 


1 Ont of the Fe XXI. and XXII. 


Points 
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Points made by the Stroke. But if the ſaid Stroke 
is proved to be foul, then it is at his Enemy's Op- 
tion either to break the Balls, or to make him return 
to his proper Spot again. | | 

XLIII. If the Striker makes a foul Stroke, and 
holes his own Ball, or forces it over the Table, &c. 
he loſes two Points for each of his own Balls ſo holed 
or forced over the Table; and it is at his Adverſary's 
Option to part the Balls, if he pleaſes. 

XLIV. If the Striker moves the Ball, it muſt be 
put back to the proper Place it was moved from, 


XLV. Whoever blows on his Enemy's or on his 


own Ball when running, it is deemed foul. [See 


Art. XLII.) | . 

XLVI. If the Striker, by blowing on his own 
Ball, ſhould put it out of its proper Courſe, eſ- 
pecially when running near a Hole, he loſes two 
Points; and it is deemed foul, [See Article 


XLII.} 


XLVII. Whoever ſtops a Ball with Stick or 
otherwiſe after the Stroke, it is deemed foul. [See 
Art. XLII.) | | 5 

XLVIII. Whoever plays with both Feet off the 
Ground, without Permiſſion from his Enemy, it is 
deemed foul. [See Art. XLII. 

XLIX. Whoever plays upon a Ball when running, 
it is deemed foul. [See Art. XLII. 

L. Whoever retains his Adverſary's Stick when 
playing, loſeth two Points; beſides it is foul, [ See 


Art. ALH}F | 


LI. Whoever gets the firſt twenty Points, each 
Fort being regularly taken is four Points, wins the 


LII. When 
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LI. When four Parties play a double Match, he 
aka plays before his Turn loſes two Points, 

N, B. The reſt of the neceſſary Rules and Regu- 
lations, are to be found in the Rules, &c. of the 
White n Game. 
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When a Parſon who gives One Point t9 another, is, 
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6 — — 4 — 18 — — tr — 8 
R WH 0 en 27 = 9 
8 — —1o — 1010 — — 23o — | 1o 
9 — — 11 — 1111 — — 231 — IT 
I0 — — JI — 1.— —— | 
11— — 32 — 11 


| 
| 
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3 All is 3 to 2 
4 to 6 -- 7 — 4 
8 o— 4 6 3 
6 == = 7 2 
Je. 2 2 TO 
6_--— —— 
Y: +. $0 a 1Þ 
10 „„ 
1112 27 — 1 
4 All is 7.10 5 
5 to 3: =- 5 
6 — — "Sq 
77 oo 1324 
8K 5 — 1 
9. -= — 11 — 2 
10 — 20 — 1 
I.. 
5 Al s 7'to is 
0 10'S *. RAY 
7— = 2 — 1 
8K2*ü—» 8 
9 "SO 
10 16 [ 
11 — — 16 — I 


All is 4 3 

7 tob— 3 — 2 
8 e RIM 5 — 2 
: OT. 
10 — — IT — 2 
11 — — 6 — 1 
7 All is 4 to 3 
8 O77 —• oe F 
2 
10 — — 5 — I 
Wh — 
8 All is 5 to 4 
„ 
LO — — 3 — 1 
TZ = 
9 All is 5 to 4 
10 to — 11— 4 
— L. 
10 All is 6 to 5 
11 to 10; or accord- 
ing to the Stroke. 


ö 


2 
N 


ben 
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W 0 o s =, mM HS 0b 


Ops ar BILLIAR DS. 
When a Perſon who gives three Points 10 another, 1s, 
1 to 3 is 3 to 4 6 All: is 3 0 
2— — 3 — 2 7 to 6— 7 — 
3 All „%% [Oo ne. 
4 10-3 . — n—_— 
F; eee ee oe 
6 — — 4 — 11M — —13 — 
jo} TT 
8 — — 10 — 1 87 | Sn 
9 C — 3 — 
10 — — 21 — TO — — If — 
11— — 22 — 111 a uh 
4 All 1s 8 5 8 All is 4 to 
, WD on 
6 | . 110 — — 7 — 
7 „ n SF 
8 TT 
9 8 110 ttog— 3=—1 
IO 20 1 11— — 7 — 2 
— 85 — 110 All is 5 to 4 
5 All is 8 to 518 to 6 
6 to 5 5 2iſing to the Stroke. 
=, $1» I TTTe- Da PE 
8 9 
8 13 2 
10 ry 8 
11 Eh 


irn 
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I ben a Ferſom aubo gives Four Points to another, is, 


1 to 4 is 5 41.7 All is 7 to 4 
„ 3 2] 8 to þ I 
13 7 „ 2 
4 2 1110 FJ E 
5 5 211 14 
6 4 ] | ——— — 
| y 9 2 8 All 1 to 5 
8 8 9s 9 © 
09 9 EN 4+ L 
10 26 111 9 2 
2 3 0 Dt 9 All is 8 to 5 
5 All is 2 to x10 fog FM 
6 to 5 7 A 1 
8 110 All is 3 to 2 
9 Gor! to 10 according 
BATS 24 Ito the Stroke. 
1 25 1 „ 
6 All is 7 0 
7 to 6 2 1 
3 14 
9 11 2 
10 15 I 
11 16 1 


Ii hen 


5 
+ 
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74 hen a Perſon who gives Five Paints to another, is, 


* 


„„ 

2 3 

7 4+ 

5. $8 
0 4 1 

7 9 ;. 2 

8 8 1 

9 9 ' 

10 24 1 
11 Ta 
TAL 18 -- tos 

A 
8 11 I 

9 & > 

ä I 
V 


7 Al is gw 2 


CD 7... 4 I 
9 RY 4 
„„ 1 
„ 14 I 

8 All is 2 t0 4 

9 0 85 2 
W 11 4 

1 


11 6 


* — 


9 All is 2 tor 


10 to g 4 1 


11 1 


= . 


10 All is 8 to 5 
11 to 10 or accord- 
ing to the Stroke. 


[4 - os ar 


When a Perſon who gives Six Points to another, is, 


6 All 1s 3 to 1| 
Oo. 


7 to 6 


7 
8 6 


I 
I 
I 
I 


7 Anis 3 0 


C07 22 2 
9 | | 6 | I 
10 14 1 
11 15 I 


Opps Ar Birriaans. 


1 4 
8 All is 5 to 2 
9 to 8 11 4 
1 Q@ ©: 4 
| 11 1 1 
9 All is -F to 2 
10 to 9 5 
It 6 
10 All is 2 to 1 


11 to 10 or accord- 
ing to the . 


When a © ons who receives 
one Point from another, is, 


2 Love is 4 to 3| 


V3 Va | 
Sar OO SING 


2 
1 
4 


173 


When a Perſon a bs receiues 
lavo Points from W is, 


3 Love is 5 to 

228 8 ; 
* 9 5 
0 —— 3 [ 
EL "i L 
gow. 2 
10 - 26 - 
11i— 27 1 


I den 4 Perſon avder re- 


cei ves three Points from 
another, is, 


4 Love is 7 to 5 
5 6-0 
6 —— 11 4 
bee a 3 2 
$ —— 8 
9 — 8 * 
10o— 25 1 
11— 26 1 


When 
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When a Pires avho receives 
four Points from another, is, 


5 Love is 7 to 5 
— 2. 
5 6 1 
9— 7 . 
10 15 I 
[I „ 


W hena Perſon wwho receives 
five Points 2 another, is . 


6 Love is 7 to 4 
7 — A 
O —— 5 1 
W 
10 14 1 
II —— 15 1 


* 


When a Perſon who reteiwes 
fix Points from another, is, 


7 Love is 3 to 2 
8 3 
9 „ 
1 1 
11— 12 2 


Opps AT r Biz ygnns 


When a Perſon aobs receives 
tavo Points from another, is, 


$0 is 6 6 

5 8 
6 5 2 
2 3 L 

8 1 

10 18 1 
11 19 1 


2 hen a Perſon aoby reteiurs 


1 
2 
* 
1 


two Points from another, i = 

6 to 4 is 4 to 3 

20 Per 
9 7 
| 10 9 
11 10 


When a Perſon who receives 


two Points from another, is, 
8 to 6 1 3 o 2 
9 5 
10 * 
11 = TT 


Oops Ar BILLIARDsò. 


When a Perſon wha receives 
two Points from another, is, 
10 to 8 is 3 to 1 

bn”: 3» 


—C K — — 


N ben a Perſon awho receives 
four Points from another, is, 


7 to 4 is equal. 
8 — — 2.tO1 
ater 
9 OAR 7 — I| 
11 — 17 


—ͤ— 


W hena Perſon awho receives 
four Points from another, is, 


8 to 6 is equal. 
S 
10o— — 3—1 
* 
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When a Perſon who receives 


four Points from another, is, 
10 to 8 is 3 to 2 
2. 4 


When a Perſon who receives 
four Points from another, is, 
10 to 9 is 5.10.4 
28 TEES 3 9 


—_—— _——_ 


When a Per ſon who receives 


A. x Points from anatber, is, 
10 to 7 IS 7 to 4 


* RE I 


— — 


IV hen a Perſon who receives 


fix Points From another, is, 


I1 to 8 Is HS: 


The Oads of a Hazard when One Paint is given, is 


according to 


the Stroke, 


When 2 are given 6 to 5 

3 8 
e = oy 5 7 
—  — 2— 1 

| N 6 The 


% . Gau of FARO. 


The full Odd. that one Perſon docs not get tauo Hazard: 5 


following, is 


3 Hazards ditto | 2 


ft ——_—_— 


— 
Vn 
EM 


Wy wy bs ba 
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THE GAME OF FARO. 


ARO, Pharo, Pharaoh, or Pharaon is very ſimi- 


T lar to Baſſet, a Game formerly much in vogue, 


RuLss of the Game, 


The Banker deals a compleat Pack of 52 Cards, deli. 


berately one by one, laying them alternately firſt to 
his Right and then to his Left Hand till the whole 
Pack is dealt out. 1 

The Punter may, at his option, ſet any Number 


of Stakes, agreeable to the Sum limited, upon one or 
more Cards choſen out of his Livret, from the Ace to 
the King incluſive, either previous to dealing the 


Cards, or after any quantity of Coups are made, or 
he may __ his Bets, or change his Cards when- 
ever he pleaſes, or finally decline punting, except an 


Event is unſettled when not above eight Cards are | 


undealt. ; . e | 
The Banker wins when the Card equal in Points 


=. 


28 2 wc A 


A, wee ft A xz 
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to that on which the Stake is ſet, turns up on his 
Right Hand, but loſes when it is dealt to the Left. 
The Punter loſes half the Stake when his Card 
comes out twice in the ſame Coup. | 
The laſt Card neither wins nor loſes. | 
The laft Card but one is called Hocly, and forms 
part of the Banker's Gain ; but now is frequently 
given up, and generally ſo in the laſt Deal, 


When by Accident or Defign the Pack happens to 


contain more or leſs than 52 Cards, or ſhould the laſt 
Coup be found deficient, owing to any Miſdeal, how- 
ever ariſing, whether diſcovered at the End or dur- 
ing the Game, the Bank muſt then pay every Stake. 
depending at the Period when the Error is detected. 
be Dealer ſhould always be prepared to inform 
any Punter how many Cards remain. 
The firſt Card is never valid till the ſecond is dealt. 
No Perſon but the Dealer or Croup ſhould ever 
meddle with the Cards, unleſs to cut them, 
A Paroli may be purchaſed by paying a ſum equi- 
valent to the Stake. | 


Mruop of PLay, 


T* Tailleur and Croup, fit oppoſite each other 


Cloth, on which is a Line marked by coloured 

or a wooden Rim about an Inch High and Eight 
from the Edge of the Table, for the purpoſe of ſepa- 
rating thoſe Cards punted on from the others, Mo- 


" 


ney is placed either looſe in a well, or done up in 


rouleaus, The Tailleur is to deal while the Croup 
| | | pays 


at a large oval Table covered with a 2 
ape, 


278 The GAME of FARO. 


ays and receives, guards againſt Errors, and hues 
another Pack of Cards, „ | 


This Game may be played by any Number of Per. 


| ſons, each Punter being furniſhed with a Livret, 

from which having choſen a Card, or Cards, and 
placed the ſame on the Table, juſt within the Line, 
patting the Stake either thereon or upon other Cards 
placed Face downwards at the Head, Then the Dealer 
holds a Pack of Cards tight in his Hand, and ſhewing 
the bottom one as a Caution to avoid punting on it 
near the Concluſion of the Game, and to prevent 
Miſtakes, a fimilar Card with the Corners cut off, 


is uſually laid in the Middle of the Table: proceeds 


to deal ſlowly, firſt to the Right, afterwards to the 
Left, mentioning every one as he goes on, and ſtop. 


ping between each two Cards, while the Croup ſet. 


tles the Events. 5 | 
When a Punter gains, he may either take his Mo- 
ney or Paroli; if he wins again, he may play Sept 
et le va; ſhould he then prove ſucceſsful, he can 
paroli for Quinze & le va; afterwards for Trente & 
le va, and finally, for Soixante & le va, which is the 
higheſt Chance in the Game. Should the Punter 
not like to venture ſo boldly, he may make a Paix, or 
Pont, afterwards a Jouble or treble Paix, &c. or a ſin- 
gle, double, or treble Paix -paroli. When Doublets 
are dealt, the Punter may either pay or make a 
1 | T7 


A Reckoning may be kept of the Number of Times 
each Card is dealt, by 1 50 placing a Livret 
imilar Cards, one way 


and bending the Corners of 
for the Punter, another way for the Dealer. 


TERMS 


D 1 — FY = ac ot GS 
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Naka 2 at Fa RO. 


: BW the Perſon who keeps the Table. 
Couch or EnJjevu; the Stake, 

Cour; A Stroke or Pull, Any two Cards dealt 
alternately to the Right and Left. 

CrovPlER; Croup ; An Aſſi ſtant to the Dealer. 
 DovsLET; Is when the Punter's Card is turned 
up twice in the ſame Coup, then the Bank wins half 
the Stake. A ſingle Paroli muſt be taken down, 
but if there are ſeveral, only one retires. 

HocLy. A Certaisty ; Signifies the laſt Card but 


one, the Chance of which the Banker claims, and 


may refaſe to let any Punter withdraw a Card when 
eight or leſs remain to be dealt. 

LIVA ET. 4 ſmall Bock, A Suit of 13 ads 
with 4 others called Ficures, viz. one named the 
little Figure, has a blue Croſs on each Side, and re- 
preſents Ace, Deuce, 'I'ray ; another yellow on both 


Sides, ſtiled the yellow Figure, fignifies 4, 5, 6. 
A third with a black Lozenge in the Centre, named. 


the Black Figure, ſtands for 7,8, 9, 10; and a red 


Card called the Great or Red Figure, Knave, Queen, 


King. 

L'unz POUR 1'AUTRE. One for the Other. 1s 
ſaid when two of the Punter's Cards are dealt in the 
ſame Coup. 

Mas uE. Signifies turning a Card, or placing 
another Face downwards for any Number of Coups, 


on that whereon the Punter has ſtaked, and which 


he afterwards may diſplay at Pleaſure. 


Oyryrosr'; The Oppoſite Game; Is reverſing the 
Game and having the Cards on the Right for the 


| 1 and thoſe on the Left for the. Dealer. 
PAIX : 
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PA ix; Peace, Equivalent to Double or Quits; is, 
when the Punter having won, dont chuſe to Paroli 
and riſque his Stake, but bends or makes a Bridge 
of his Garg. A Double Paix is, when the Punter 
having won twice, bends two Cards one over the 
other; Treble Paix, thrice, &c. A Paix may fol. 
low a Sept, &c. or Quinze, &c. &c. 1 

Pa Ix PAROLI; Is when a Punter has gained a 
Paroli, wiſhes then to play Double or Quits and fave 
his original Stake; Double. Paix-Paroli ſucceeds to 
winning a Parx-Paroli, cc. 5 

PAROLI. Double. Sometimes called Cocking, is 
when a Punter being fortunate, chuſes to venture 
both his Stake and Gains, which he intimates by 
bending a Corner of his Card upwards, 

PII; Bending ; Is uſed when a Punter having loſt 
half his Stake by a Doublet, bends a Card in the Mid- 
dle and ſetting it up with the Points and Foot to- 
Wards the Dealer, ſignifies thereby a Deſire either of 


* 
0 


recovering the Moiety or of loſing all. 
PonT. A Bridge. The ſame as Paix. 
Pox TE. A Point. The Punter or Player, 
Quinze & ILE Va, Fifteen and it goes, Is when 
the Punter having won a Sept, &c. bends the third 
Corner of the Card, and ventures for 15 Times his 
Stake. 5 3 | 
Seer & IE Va; Seven, Oc. Succeeds the gain- 
ing of a Paroli, by which the Punter being entitled. 
to thrice his Stake, riſks the Whole again, and bend- 
ing his Card a ſecond Time, tries to win ſeven-fold. 
SoixaNTE & LE Va. Sixty-three, &c, Is when 
the Player having obtained a Trente, ventures all 
once more, which is fignified by making a fifth Pa- 
roli, either on another Card, if he has Parolied on 
one only before, or by breaking the Side of * 
| which 
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which contains four, to purſue his Luck in the next 
Deal. 

TaiLLEUR, The Dealer or Barker. a 

Ta ENTE & LE VA. One. and- I Birty. Follows a 
Quinze, &c. when the Punter again tries his Luck 
and makes a fourth Paroli. 


Obs at the Game of Faro. 


T* Chances of Doublets vary according to the 
Number of ſimilar Cards remaining among 
thoſe undealt. 
TheOdds againſt the Punter enereaſe with every 
Coup that is dealt. | 
When 20 Cards remain in Hand and the Punter's 
— but once in it, the Banker's Gain is 5, per 
ent, 
When the Punter's Card is Twice in ach the Ban- | 
ker's Gain is about the g4th Part of the Stake. 
When the Punter's Card is thrice in 20, the Bank- 
er's Gain is ahout Four per Cent, 
When the Punter's Card is 4 Times in 20, the 
Banker's Gain 1s nearly the 18th Part of the Stake. 
When only 8 Cards remain 'tis 5 to 3) in Favour 
When but 6 are left, tis 2t0 1 of the 
And when no more than 4 gto 1 Bank. 
- That the Punter dont loſe his firſt Stake is an even 
et. 
That he does not win twice together, is 3 to 


NC md — three following Times, is 7 to 1 
— — four ditto 15ton 
— five ditto, — 231 tor 


ſix dito — 63 to: 


ATa zur 
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4 Tann for Faro, av hereby the ſeveral Advan- 
tages of the Banker, in <vhatever Circumflances he 
may happen to be, is ſeen ſufficiently near by 1nſpec- 


tion. ö 


No of The NY of Times the Punter 8 


Cards Card 18 contain'd in the Stock. 
inthe | — — — | 
mack 1 2 Iona +. 4 
RE What ee e 
JJ 
8-1 C 6-1. a8: | 
CCC 3 
F 
„ T 
gs. Ee 
s 46 | 34 
84 | 86-1 0-1 2-44 1-8 
C . a; 
. ² 51-08-. {38 
D 1504: 198; ; 1- 26 
| 96: | ::26 | - 46 - |: 38 |: 184 
Io 26. |: 4.1 44 $159: 4.146 
i as :|-: 82. | 198: | 8: a6 
; $1. 20 3 36 1 25 | 18 
A 30 1 
e 26 1 
14 171717 HE CET OE ew 
| 12 !!!. PF 14 +20 
10 T0 8” hs le ORE 
I.. 1 
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Te of the foregoing Table. 
ExAMPLE I. 


To find the Gain of the Banker when there are 
30 Cards remaining in the Stock, and the Punter's 
Card twice in it. 

In the firſt Column ſeek for the Number anſwer- 
ing to 20, the Number of Cards remaining in the 
Stock: over-againit it, and under 2, at the Head of 
the Table, you will find 54, which ſhews that the 
Banker” s Gain is the fifty-fourth Fane of the Stake. 


ExAu⁰τ II. 


To find the Gain of the Banker when but 10 
Cards remaining in the Stock, and the Punter's Card 


thrice in it. 

Againſt 10, the number of Cards, in the firſt 
Column, and under Number 3, you will find 12, 
which denotes that the Banker's Gain 1s the twelfth 
Part of the Stake, | | 


Exavee III. 


To find the Banker's Profit when the Punter's Cards 
remain twice in 22, 

In the firſt Column "iy 22, the Nomber of Cards, 
over againſt it under Figure 2 at the Head of the 
Table, you will find 38, which ſhews that the Gain 
1s one — Part of the Stake, 


EXAMPLE 
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 ExameLe IV. 


To find the Banker's Gain when eight Cards re- 
main, and the Punter's Card thrice among them. 

In the firſt Column ſeek for 8, on a Line with 
which under the g ſtands the Figure of 9, denoting 
the Profits to be one-gth, or 2s. 4d. in the Gui- 


Corollary 1, 


From the Table it appears, that the fewer Cards 
there ate in the Stock, the greater is the Gain of 
the Banker. | | | 


Coro LLARY 2. 


The leaſt Gain of the Banker under the ſame cir- 
cumſtance is, when the Punter's Card is but twice in 
hand, the next greater when three times, ſtill greater 
when but once, and the preatelt of all when four 

times, Ce | __ 

The Profit of the Banker is three per Cent. upon 
all the Sums adventured, ſuppoſing the Punters to 
ſtop when only fix Cards remain, but with Hocly 
tis full five per Cent, £20 | 
N. B. A Punter plays on the Square by placing 
a Stake, referring to both at the Head of twWͤO Caids 
that have been dealt thrice each, and neither of 
which is the bottom one, 55 


- THE 


. 
7 GAME OF ROUGE | ET NOIR. 


OUGE & NOIR, or Red and Black, is a mo- 
| dern Game, ſo ſtiled, not from the Cards, but 

42 the Colours marked on the Tapis or Cloth 
with which the Table is covered. 


Tailleur. 
Croupier. 


— The Gans f ROUGE et NOIR: 


The firſt Seed of Cards played, 1s uſually for 
Noir ; the ſecond for Rouge, though ſometimes the 
Cards are cut to determine which ſhall begin. All 


the Terms of this Game are French, and that Lan- 


guage is uſed in playing. 


Any Number of Perſons may * and the Fun- 


ters may riſk their Money on Which Colour they 
pleaſe, placing the Stakes in the outer Semicircle. 

The Tailleur and Croupier being ſeated oppoſite each 
other, with a Baſket for receiving the Cards of every 


Coup after dealing, placed on the middle of the Ta- 


ble. The Tailleur then paſſing round fix Packs of 


Cards to be ſhuffled and mixed confuſedly all toge- 


ther by the Company, afterwards finally ſhuffles 
them, and inſerts all the end Cards into various 


Parts of the 312, till he meets with an Honour, 
which being placed upright at the End, is offered 


to a Punter, who putting the ſame-into any Part of 
the Pack, the Tailleur there ſeparates it, and lays 


that Part below the ſaid Honour the neareſt him, and 


raking therefrom a Handful of Cards, and . 
Weight upon the Remainder, proceeds to deal. He 


looks at the firſt Card and puts it Face downwards; 


two Others, one red, the other black, are then laid 
Back to Back, and that placed conſpicuouſly upper- 
moſt, which is of a ſimilar Colour with the firſt 
Card; theſe two Cards are turned according to the 
| Colour that afterwards may win. When the Stakes 
are depoſited, the Tailleur cries Noir, turns the top 
Card, and places each ſucceeding one in a Row till 
the Points of thoſe fo turned ſhall exceed thirty; be 
then declares the Numbers, at trente & une, one and 
thirty; or if above that up to forty, he only ſays, 
deux, trois, quatre, cinq, bx, lept, hvit, neuf, zue, 

bree, 
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three, four, five, 7 ix, ſeven, eight, aint, and when 
forty, quarance. 

Another Parcel is then dealt in a ſimilar Mode 
for Rouge, and the Punters win who had ſtaked on 
that Col-ur, the Points for which were thirty-one 
or neareſt to it, which the Tailleur declares, by 
ſayin — gagne, Red wins; or Rouge perd, 
Red lo Theſe two Parcels one for each Colour, 
make a Coup. When the ſame Number 1s dealt for 


_ each, the Tailleur ſays, Apres, after, which forms 


un Refait, or Doublet, by which neither Party loſes, 
except 'tis un Refait trente & un, one - and thirty, 


when the Tailleur wins half the Stakes punted on 


each Colour, which Half the Punters may either 


pay, or have. their Stake moved into the middle Se- 


micircle of the Colour they then chooſe, called La 
Premiere Priſon, the firſt Priſon, to be determined 
by the next Event, whether they loſe all or are ſet 
at Liberty ; but if Un Refait ſecond trente & un, a 

ſecond Doublet of one-and-thirty, ſhoul4 occur in the 
ſucceeding Deal, the Punters only loſe one half of 
their remaining Moiety, making three-iourths of 
their original Stake, and are removed into the ſmal- 
leſt Semicircle, ſtiled la Seconde Priſon, % ſecond 


Priſon, and the next Coup determines whether the 


Punter loſes all, or is to os removed again into the 
firſt Priſon. 

Punters after winning may Paroll, &c. ind pur- 
ſae their Luck up to a Soixante, as at Faro; but as 
no Livrets are uſed at Rouge et Noir, hep cannot 
make either Paix or Pont. 

| At this Game a Banker cannot refuſe any Stake 
not exceeding his Fund; which the Punter declares, 
by ſaying. Je va la Banque, Va la Banque, or Va 
Banque, / go at the Bank, 


Bankers 
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Bankers generally furniſh Punters with Slips of 
Card Paper, ruled in Columns, marked N and R at 
the Top, on which Accounts are kept by pricking 
with a Pin, and when un Refait happens, the ſame 
K denoted by running the Pin through the middle 

ine. 5 5 
Some Bankers give up the Profit of Le Refait du- 
ring the firſt Deal. | | 

he Odds againſt Le Refait being dealt, are reck- 
oned 63 to 1, but Bankers acknowledge they expect 
it twice in three Deals, and there are 23 from 
29 to 32 Coups in each Deal. _ 
1 That the Punter loſes the firſt Stake is an even 

et. N | | | 

That he does not win twice together is 3 to 1 
three ſucceſſive Times, — 7 to 1 


— four ditto, 15 to 1 
———— five ditto, 31 to 1 


— ſix dit, . 36 to 1 


— 
—_— — —— 
7 = * 


5 THE 
GAME or CRIBBAGE. 
7 RIB BAGE, a Game uſually reckoned uſeful 
to inſtru young People in the Science of Cal- 
culation is play d ſeveral ways, either by two three, 


or four Perſons or with 5, 6, or 7 Cards; the Rules alſo 
| | 55 138 vary 


* 
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vary alittle in different Companies; but the follows 
ing are thoſe moſt generally allowed of. RW 
The Dealer may diſcover his own Cards, though 
if he ſhews any of the Adverſary's that Adverſary 

is entitled to mark two Points, and alſo at liberty to 
call a freſh Deal. 3 | 

Should too many Cards be dealt to either Party 
the Non dealer may ſcore two Points, and hke- 
wiſe demand another Deal upon the Error being de- 
tected previous to taking up the Cards; hut if any 
Player takes up more than the proper number ot 
Cards, then the other, whether | we rfl not, ſhal! 
ſet up 4 Points, and call a new Deal. 

When the Opponent obſerves the Dealer to have 
too many Cards before they are taken off the 'Tabje, 
and does not wiſh a new Deal, he in that caſe muſt 
draw the Extra Cards out of the Dealer's Hand. 

If any Perſon ſhall meddle with the Cards after 
Dealing till the Period of cutting them for the turn- 
up Card, then his Opponent ſhall ſcore two Points. 

When any Player ſcores more than entitled to, 
the other Party ſhall not only put him back as many 
Points as are overmarked, but likewiſe ſcore. the 
ſame Extra Number for his own Game. 
Should either Party meddle with the Pegs unne- 
ceſſarily, the Opponent may take 2 Points. $4 
If any one takes out his front Peg, he muſt place 
the ſame back behind the other. EE 

When any Pegs are miſplaced by Accident a 
Bye-ftander ſhould replace the ſame achording to 
the beſt of his Judgment. 2-8 
When any Player miſcalculates or neglects to ſet 
up what he is entitled to, the Adverſary is in ſome 
Companies allowed to take the Points ſo omitted, 
but in others that is not — the inattentive Per- 
E „„ ſon 
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| ou being only prohibited from afterwards ſcoring 
Each Player may place his own Cards when done 
with, on the Pack, | a | 

Lookers on ſhould never intermeddle under a 
Penalty. 85 


In Five-Card Cribbage, the Cards are to be 
dealt one by one alternately, but when played with 
6 Cards, then 'tis ceitomary to give three at a 


time, 


Game in the five Card Cribbage, ſcores three 
Points, called taking rec for laſt, but in 6 Card 
Cribbage that is not to be done, 


Some Parties permit of Fluſhes in Play to be 


reckoned, when three or more Cards of a Suit are 
laid down ſucceſlively, _ n 


Mops of Playing five Card CxIBBACE. | 


RIB BAGE Boards are fo univerſally known 
that it is unnecefſary to deſcribe them; and 


the 61 Points or holes marked thereon, make the 


Game. Each Player is firſt to lay out two of the 


five Cards for the Crib, which always belongs to 
the Dealer, next the Adverſary cuts the Remainder 
of the Pack, and the Dealer turns up and lays on 


the Crib, the uppermoſt Card, for which if a Knave, 
he marks two Points. 'The Card turned up 1s to 


be reckoned by both Parties whether in ſhewing 
their Hands or Crib. After laying out and cutting 
as above mentioned, the eldeſt Hand plays any Card 
which the other endeavours to pair, or to find one, 
the Points of which reckon'd with the firft, will 
make 15 3 then the Non-dealer plays another Card, 
; . trying 


The Non- dealer at the commencement of the 
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trying to make a Pair, Pair-royal, Sequence, Fluſh 
where allowed of, or 15, provided the Cards already 
played have not exceeded that Number, and ſo on al- 
ternately till the Points of the Cards played make 
31, or the neareſt poſſible Number under that. 

When the Party whoſe turn it may be to play cans 
not produce a Card that will make g1, or come in 
under that Number, he then ſays, Go, to his Anta- 
goniſt, who thereupon is to play any Card he has that 
will came in, to make 31, if he can, and take two 
Points, or to Score one for the End Hole; and be- 
ſides, the laſt Player has often Opportunities to make 
Pairs, or Sequences. Such Cards as remain after 
this, are not to be played; but each Party having 
ſcored his Points gained during the Play, in the 
Manner as below, proceeds, the Non- dealer firſt, to 
count and take for his Hand and Crib as follows, 
reckoning the Cards every way they can poſſibly be 
varied, and always including the turned-up Card. 


For every 15 | - 2 Points. 
| Pair 5 2 Points. 
— Pair. royal, or 4 of a Sort 6 Points. 


— Double Pair- royal, or 4 ditto, 12 Points. 
———— Sequence of any Suits, according to the No. 


— Fluſhes according to the No. 


——— Knave, or Noddy, of the ſame Suit as 
turned up, 1 Point; but when turned up it is not to 
be reckoned again, nor is any Thing to be taken for 

it when played. 7 5 5 
N. B. Three Cards of the ſame Suit in Hand, or 
four in Crib, uſually entitle the Player to reckon 
mat Number, and allo one more when the turned-up 
Card happens to be of the ſame Suit; but among 
profeſſed Gameſters it is not cuſtomary to allow 
O 2 Pluſhes 


3 


to gain at Play, 
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Fluſhes in Crib, unleſs all the Cards, including that 


turned op, are a fimilar Suit. 
In laying out Cards for the Crib, it is always re- 


quiſite that every Player ſhould conſider not only his 
own Hand, but alſo whom the Crib belongs to, as 


well as the State of the Game; for what might be 
proper in one Situation would be highly imprudent in 
another, A Player, when he does not thereby injure 
his Hand, ſhould, for his own Crib, lay out cloſe 
Cards, in hopes of making a Sequence, or two of a 
Suit, in Expectation of a Fluſh, or any Cards that of 
themſelves amount to 15, or ſuch as reckoned with any 
others will make that Number, except when the An- 
tagoniſt is nearly up, and it may be expedient to 


keep ſuch Cards that probably might prevent him 


from gaining at Play. The direct contrary Method 
ſhould be purſued in reſpect to the Adverſary's Crib, 


_ which each Perſon ſhould endeavour to baulk, by 
| laying out thoſe Cards that are not likely to prove of 


Advantage, unleſs at ſuch a Stage of the Game, when 
it may be of Conſequence to keep in Hand Cards 


likely to tell in Play, or when the Non-dealer would 


either be out by his Hand, or has Reaſons for judg- 


ing the Crib of little Moment. The King 1s a good 


Card to baulk a Crib, as none can form a Sequence 
beyond it. Low Cards are generally the moſt likely 
Fluſhes and Sequences are for the moſt Part eli4 
gible Hands, as thereby the Player is often enablec 
either to aſſiſt his own Crib, or baulk that of the 
Opponent ; to whom a Knave ſhould never be given 
if with propriety it can be retained, 
Sequences in Play need not belaid down in Order 
it is ſufficient that the Cards on the Table will forn 
5 8 . a Sequence 


„„ „ A TFT 


— $3 wy 
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3 Sequence without any other one intervening ; as 
for inſtance, ſuppoſe a Six firſt played, then a Four, 
and afterwards a Tray, if a Deuce follows, it will 
make Sequence of Three, then if a Five, it will be a 
Sequence of Four, and if an Ace or Seven ſucceeds 
the Five, a Sequence of Six ; though ſhould a Ten, 
or any other Card that wont run on regular, be play- 
ed as the Fourth, the Sequence then will be totaly 
prevented. 5 | 


can be gained by the ſhew of any Hand, or Crib, ei- 


ther in hve or ſix Card Cribbage, and is compoſed 
of three Fives and a Knave, with a fourth Five of 


* 


the ſame Suit, as the Knave, turned up: this very 
ſeldom happens; but Twenty-four is not an uncom- 
mon Number, and may be formed of four Threes and 
a Nine, or two Fours, one Five, and two Sixes; and 


ſome other Combinations that a little Experience 


2 


will point out. 
Odds of che Game, 


HE Chances of Points in a Hand are calcu- 
| lated at more than Four, and under Five; and 
thoſe to be gained in Play are reckoned T'wo to the 
Dealer, and One to the Adverſary, making in all 
about Six on the Average, throughout the Game; and 
the Probability of thoſe in the Crib, are eltimated at 
Five, ſo that each Player ought to make Sixteen in 
two Deals, and onward in the ſame Proportion to the 
End of the Game, by which it appears that the firit 
Dealer has rather the Advantage, ſuppoſing the Cards 
to run equal, and the Players likewiſe equaliy match- 
= | O 3 | ed 
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Twenty-nine 1s the greateſt poſhble Number that 


r 


- 21 5 
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ed in Skill. By attending to the above Calculation 
any Player may judge whether he is at Home or 


not, and thereby play his Game accordingly, either 


by making a Paſh when he is behind and holds good 
Cards, or by endeavouring to baulk the On 
when his Hand proves indifferent. | 


In Favour of FE 1 


Each Party being even 5 Holes going up, is 6 to 4 
— — at 10 Holes each 12 — 11 
, — 15 ditto — 7 — 4 
— | - 20 each — 6 — 4 
. — — 2z each _ 11 — 10 
— — 8 
— — 35 each — 7 — © 
— — — 40 each — 10 — 9 
— ndngenomnm———_ — 45 each — 12 — 8 
—— —— 50 each — 5 — 2 
— — 58 each — 21 — 20 
— o each — 2 — 1 

Wh hen the Dealer wants 3 and his Opponent 4, 5 to 4 


In all Situations of the Game till within 15 of 
the End, when the Dealer is 5 Points a head g to 1 
But if the Dealer wants 6, and the Adver- 


ſary 11, — 10 to 1 
Should the Dealer de 10 a head, it is 4rr 5 to1 
And near the End of the Game, Io or 12 to 1 
When the Dealer wants 16 and the Antago- 
niſt 11, —— — „ 26 20 


4 paint 


— — |» 4 31 


No 


—_ ki wy — 


bop FP” WW DI We WWi\w' WW 4” HH» FF . 


The Gams of CRIBBAGE. 
Againſt the Dealer. 


Both Players being even at 56 Holes each, 5 7. to 
. — —— e —7—4 
1 —_—— 2 


1 


0 the 8 wants 20, nod bis ripen 17 5g —4 


When the Dealer is five Points. behind, at any 
Period previous to turning the Top of the 
Boards 


6—5 
When 36, and the Adverſary 41 — 7 


Ewen Betting... 
When at 59 Holes eich Player. 
In all Points of the Game, tell within about 20 
of the End, if the Non-dealer is three a-head, 
The Dealer wanting 14, and his Antagonitt 9 
Ditto — 11, Ditto — 7 


Three or Fes hand Cribbage differs only from the 
preceding, as the Parties put out but one Card each 


to the Crib, and when thirty-one, or near as can be, 


have been made, the Players go on again with any 
remaining Cards, till all are played out, before they 


Pe to ſhe w. 
A Sort of Three-hand Cribbage is ſometimes 


played, wherein one Perſon firs out, not each Game, 
bur each Deal, in Rotation. 


Six- card Cribbage varies from that P with 


When he is 31, and the Antagoniſt 36 6—4 


. 


hve, in that the Players commence'on an Equality, 


retain four Cards in Hand, and all the Cards are to 


be played out, that is, after thirty-one, or the neareſt 
poſſible Number under that, has been made, the then 
_ eldeſt Hand leads, and the other follows. 


O 4 At 


— — room . —⁰ err — — — — — gg 
5 


cach. 
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At this Game it is of Advantage to the laſt Player 
to keep as cloſe Cards as poſſible, in Hopes of 
coming in for Fifteen, a Sequence, or Pair, beſides 
the End Hole, or Thirty-=one, FED Rae = 

The firſt Dealer is reckoned to have ſome trifling 
Advantage,..and each Player may, on the Average, 


| _— to make twenty-five Points in every two 
_ ua | En 


The firſt Non-dealer bs le to have 4 : 


Preference, when he gains ten or more the firſt 


Hand, and the Dealer not making more than his 3” 


average Number, 


Sometimes eight Card Cribbage is played, "SY 


very ſeldom, | 


Theſe Games of three and four Hand Cribbage, 
and thoſe of fix or eigbt Cards, are eaſier than that 
of five Cards by two Perſons, and conſequently are 
not near ſo much in Vogue with profeſſed Gameſters. 

Some ingenious People in London invented a 
Game of Chance, they ſtiled playing at Crib- 
bage by Hackney Coaches, that is, two Perſons 
ſeating themſelves at a Window in ſome great Tho- 


roughfare Street, one would take all the Coaches 


from the Right, the other from the Left ; the Fi- 


gures on the Doors of the Carriages were reckoned 
as Cards in Shew, and every Man or Boy that hap- 


rened to fit, ſtand, or hold at the Back of any of 
them, were called Noddies, and one ſcored for 
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Tut GAME or MATRIMONY. 


MWA may be played by any Number 

1 of Perſons from 5 to 14. This Game is com- 
poſed of 5 Chances ofdally marked on a Board as 
under. | | 


The Ace of Diamonds turned up. 


| 


 INTRIGUE, 


OR 


Confederacy 
ing and Knave. 


Matrimony 
King and Queen. 


K 


| QUEEN and KNAVE. 


— 


Pairs 


The Higheſt. 


N. B. The Ace of Diamonds turned up takes the 
whole Pool, but when in Hand ranks only as any 
other Ace, and if not turned up, nor any Ace in 
Hand, then King or the next beſt Card wins the 


This 


Chance ſtiled Bett. 
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This Game is generally played with Counters, 
and the Dealer flakes what he pleaſes on each 
Chance, the other Players depoſiting each the ſame 

Quantity except one; that is, when the Dealer 


ſtakes twelve, the reſt of the Company lay on eleven 


each. After this, two Cards are dealt round to 
every one, then to each, one other Card turned up, 
and he who ſo happens to get the Ace of Diamonds 


ſweeps all; if it is not turned up, then each Playern 


ſhews his Hand, and any of them having Matri- 

mony, Intrigue, &c. takes the Counters on that 

Point; and when two or more People happen to 

have a ſimilar Combination, the eldeſt Hand has the 

Preference, and ſhould any Chance not be gained, 
it ſtands over to the next Deal. 


Tur GAME or CASSINO. 


VASSINO is —— played by four People, 
but occaſionally by three or two; the Points 
conſiſt of eleven, and the Lurch is fix, 
The Points are thus calculated: 
That Party which obtains the Great Caſſino (or 


Ten of Diamonds) reckons — 2 Points 
Ditto, Little Caſſino (the Deuce of Spades) 1 | 
The four Aces one Point each — 4 

The Majority in Spades — 1 

The Sweep or laſt Trick  —— 0445 


The other Points are ſcored according to the Ma- 
jority of 8 | 


| A 8 
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At this Game it may fo happen, that neither 

Parry wins any Thing, as the Points are not ſet up 
according to the Tricks, &c. obtained, but the 
ſmaller Number is conſtantly ſubſtracted from the 
larger both in Tricks and Points, and if they both 
prove equal, the Game commences again, and the 
Deal goes on in Rotation. = 


The Deal and Partners are determined by cutting 
as at Whiſt, and the Dealer gives four Cards to 
every Player, and lays in any Manner he likes, four 
more Face upwards on the Board, and after the firſt 


Cards are played, four others are to be dealt to each 


Perſon till the Pack is concluded. i; | 
The Deal is not loſt when a Card is faced by the 


Dealer, unleſs in the firſt round before any of the 


four Cards are turned up on the Table, and if a 


Card happens to be faced in the Pack before any of 


the ſaid four are turned up, then the Deal muſt be 
begun again. - 

Any Perſon playing with leſs than four Cards 
muſt abide by the Loſs, and ſhould a Card be found 
under the Table, the Player whoſe Number is defi- 
_ cient, is to take the ſame, | | 
Each Perſon plays one Card at a Time, with 


which he may dot only take every Card of the ſame 


Denomination on the Table, but likewiſe all that 


will combine therewith; as for Inſtance, a Tea 
takes not only every Ten, but alſo Nine and Ace, 


Eight and Deuce, Seven and Three, Six and Four, 
or two Fives. ue SE DEST 
& 
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The Number of Tricks are not to be counted be- 
fore all the Cards are played, nor may any Trick but 
that laſt won be looked at. 

The Player who obtains the laſt Trick ſweeps all 
the Cards on the Table. 1 | | 


The principal objects are to remember how many 
Tens, Aces, and Deuces have been played, and to 
clear the Hand of Court Cards, which are only of 
Service in pairing or in gaining the Sweep ; and when 
no Court Cards are left, 'tis beſt to play ſmall ones, 
as thereby Combinations are often prevented. 

In making Pairs, a Preference ſhould always be 
given to Spades, as obtaining a Majority of them 
may ſave the Game. 1 | | 

When three Aces are out, take the firſt Opportu- 
nity to play the fourth, as it then can neither pair 
nor combine ; but when there 1s another Ace re- 
maining, it is better even to play the little Caſſino 
than to riſk the Ace that may be paired by the Op- 
ponent, and make a difference of two Points, N 

But when any Player holds an Ace and has reaſon 
to imagine the Antagoniſt has neither Ace nor Nine, 
then 'tis adviſable to play that Ace. | 

When the Deuces are out, an eight is an eligible 
Lead; and when the Trays, a Seven, as they cannot 
then be combined. 1 | 

Attend to the Adverſaries Score, and if poſſible 
prevent them from ſaving their Lurch. | 

At the Commencement of a Game combine all 
the Cards poſſible, for that is more difficult than 
pairing ; but when Combinations cannot be made, 
dont omit to pair, and alſo carefully avoid loſing 
Opportunities of making Tricks, | 
THE 
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| THE 
GAME or GOFF, ox GOLF. 


HE favourite Summer Amuſement in Scot- 

land, is played with Clubs and Balls. The 
Club is taper, terminating in the Part that ſtrikes 
the Ball, which is faced with Horn, and loaded with 
Lead. But of this there are ſix Sorts uſed by good 
Players; namely, the Common Club, uſed when the 
Ball lies on the Ground; the Scraper and Half 
Scraper, when in long Graſs ; the Spoon when in a 
Hollow; the Heavy Iron Club, when it lies deep 
among Stones or Mud; and the Light Iron ditto, 
when on the Surface of chingle or ſandy Ground. 

The Balls are conſiderably ſmaller than thoſe uſed 
at Cricket, but much harder; they are made of 
Horſe Leather, ſtuffed with Feathers in a peculiar 
Manner, and boiled. ; 
The Ground may be circular, triangular, or a 
ſemicircle. The Number of Holes are not limited g 
that always depends on what the Length of the 
Ground will admit. The general Diſtance between 
one Hole and another is about a Quarter of a Mile, 
which commences and terminates every Game; and 
the Party who gets their Ball in by the feweſt Num- 
ber of Strokes are the Victors. 

Two, four, fix eight, or as many as chooſe, may 
play together; but what is called the good Game 
never exceeds four; that Number being allowed to 

afford beſt Diverſion, and not ſo liable to Confuſion 
as ſix, eight, ten, or twelve might be. 
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' The more riſing or uneven the Ground, requires 
the greater Nicety or Skill in the Players: on which 
Account it is always given the Preference to by Pro- 
ficients, _ | 55 

Light Balls are uſed when playing with the wind, 
and heavy ones againſt it. | 
At the Beginning of each Game the Ball is allowed 
to be elevated to whatever Height the Player chooſes, 
for the Convenience of Striking ; but not afterwards, 
This is done by Means of Sand or Clay, called 
—A·ͤĩ A = +: 
The Balls which are played off at the Beginning 
of the Game muſt not be changed until the next 

Hole is won, even if they ſhould happen to burſt. 
When a Ball happens to be loſt, that Hole is loſt 

to the Party. '7 „ C areas 

If a Ball ſhould be accidentlly ſtopped, the Player 

is allowed to take his Stroke again. 

\ . Suppoſe four are to play the Game, 4 and B 

againſt C and D, each Party having a Ball, they 


— 


proceed thus: V 8 
A ſtrikes off firſt—C next; but perhaps does not 
drive his Ball above half the Diſtance 4 did; on 
which Account D, his Partner, next ftrikes it, 
which is called one more, to get it as forward as that 
of their Antagoniſts, or as much beyond it as poſ- 
ſible; if this is done, then B ſtrikes 4's Ball, which 
is called playing zhe. Like, or equal, of their Oppo- 


' nents. But if C and D, by their Ball being in an 


awkward Situation, ſhould not be able, by playing 
one more, to get it as forward as A's, they are to play, 
an turn, two, three, or as many more until that is 

accompliſhed, before B ſtrikes his Partner's Ball ; 


which he calls oe 10 tauo, or one to three, or as many 
1 | Strokes 
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Strokes as they required to get to the ſame Diſtance 
as A did by his once playing. The Ball is ſtruck 
alternately if the Parties are equal, or nearly ſo, 


THE GAME or CONNEXIONS. 
1 Game may be played by either ihree or 
four People; if the former Number 10 Cards 
each are to be given; but if the latter, then only 
eight a piece, which are dealt and bear the ſame Im- 
port as at Whiſt, except that Diamonds are always 
Trumps here. 
The Connexions are formed as follows : - 
iſt, By the two black Aces. 
2d. The Ace of Spades and King of Hearts. 
d. The Ace of Clubs and King of Hearts. 
| | wok the firſt Connexion 28. are drawn from the 
Pool; for the ſecond 18. ; and for the third, and by 
the Winner of the en in kn 6d. each is 
taken. 
Theſe Sums are ſuppoſing Guincas to be ſtaked, 


but when only Silver is pooled, then Pence are 


drawn. 
A Trump played in any Round whe there is a 


Connexion wins the Trick, otherwiſe it is gained by 
the Player of the firſt Card of Connexion, and 


Whenever 


ai VE . 


— . 
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Whenever there is a Connexion any following 
Player may trump without incurring a Revoke, and | 
alſo whatſoever Suit may be led, the Perſon holding | 
a Card of Connexion, is at Liberty to play the ſame, 
but the others muſt, if poſſible, follow Suit, unleſs 
one of them can anſwer the Connexion, which is to 
be done in Preference. „„ 
No Money can be drawn till the Hands are finiſh- 
ed, then the Poſſeſſors of the Connexions are to take 
firſt according to Precedence, and thoſe having the 
Majority of Tricks take lat. 4 
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